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Plus! All the biggest games inside... 
FIFA • Cannon Fodder 2 • Guardian 





THEME PARK 
23.99 



A -TRAIN 

12.99 



CANHON FODDER 

SETTLERS, 

CHAOS ENGINE 

ANDT2 



ARCADE POOL 
CM! 11.99 AM 7.99 



IMFBITANT - rtfASt KQTE 

(TOP - will not work on 4500 
Wui. AtOO or A UOO 
N012 i w r« nor work on 4 7200 
r MEG = requires J *B of «Jt M 

* -- Iff W Mm 



AT 200 GAMES 



ALADDIN « 20 4D 

AlCNBHEED- TOWER ASSAULT ling 

BANSHH iltg 

eodvslows n n 

Bp^AL FOOTBALL OtLUKE "|5 4H 

CAPTIVE Z LIBERATION .ill » 

C YlLlSATlC. W* ... |«.H 



BEAU JOLLV COLL 
25.99 




CHAMPIONSHIP MANAGER COLLECTION 

MM . UFDATE DI5*;,<1 44EG) !!__ 

QIAMPl^HP MANAGER ITALIA (I MEG| 17.41) WOflLD CUP EDITION i l MEGJ 

CHAOS FNL.ilNE 1199 ~ 

CIVILISATION (1 HECj HUH 



PREMIER MANAGER 2 

8.99 



SPORTS MASTERS 
13.99 



on the ball 

LEAGUE EDITION |f MEQ| 



FIFA SOCCER 

20.99 



DETROIT. zsn 

DHFAAwLlJ- ..gjjjg 

FIELDS OF QLORY ■ „ 23,99 

OVXSHIPXXX) . -j-j 99 

HEMr>LL2-EANEOFA3GA«i 21 JJ 

ishah ; ■ legions of chaos 
janes pqw j ■ opehaten starfish 

JAP*S POND collecton 

LMMHMNtlgt!*- 1JW 

JUNGLE STOKE* 19,40 

Kit* OFF J ,3 49 

LION KING- .. 20.*9 

■OH THE BALL ■ |M*RD DHIVE WLY) 

LLAUUEEDTON 20.48 

WClRLO COP ETJTf ION .. M4B 

FDA EUROPEAN TDUB . .. . 1*40 

PHEMEHUANAGEH3. ,6.09 

HTDEBCLF ,i j; 

SJBRETEAM ||i| 

sucinras. »« 

&MUfJTHESnflCCflLH 2399 

aMowmEsnneEHEBj. jtjf, 

STAH TFEH-^-H^fiM'.'FftSARf 

(HARD DRIVE ONLYl. 2a90 

SUF'LH STARDUST ltgg 

ThEMI PARK _ .„ MM 

UFO.ENHHTUWKMOVH. ... , 23 99 



PAfHC»AN|1MEG> >,-.,., 

p*4* European tour n meg)- n,« 

Fpf4BAlL DOUBLE PACK |1 MEGl 
HPfEJAJJLmEAUSiFpWITASIES) .21.99 

PIMBALL DRlamsji UEtii ia» 

POLICE ODfST 3i IIHEflg 12.98- 

POwEHOFWEd UFCl ■ 20 4B 

PClMFFAiOMjLH . W91 DATA OtSK |NOI2) 1 146 
PPEMIERyANAGEfl-2(1 MEC) g.» 

RAlLriOAU TYCOON I i MLGnNOPl ('99 

.REACH FOPlHESmg . . WX> 

REALMS 1 1 MEGl 10 47 

nEU HAHDNdMEOi-. .. 11gg 

HQADHASH , 10.40 

HQRKES DRIFT g » 

22*9 RuOBYLFAGUECOACHII MEGl . IMI 

TB9 RULES Cf ENGAGEMENT J 51 40 

!"™i , '5S* fT1BB W B, °J 14,M SABRE TEAM ,t2 

EUP1Re30CCE*l(1MEQ) 19,4(1 gECONUaAHURAIimttiMMOIJi ' 9 49 



WIMG GDMMANObK I 11 MEG) 7» 

.19.99 W0NULHDOG. njjg 

WE STEP BEYOND,, MEG, ■ 1 HS ■«»«*•*<«.■■ 

OVEHClHIVf (I MEGt . 



champ mgr coll, heimoall 2 
13.99 cd32 21.99am2U9 



CLL4B FOOTBALL ■ THE UAHA-^P, ^ MEG) Hj.*» 

COMBAT AIR PATROL ...14.90 

COUflAT CLASSICS 2 
(SILENT HRMCI 2. Fl 9 STEALTH 

Mli.'ITER PACIFIC iSmNDKIMEQJ 24.BS 

DDRPt*>TlOl (M'.5CROUSi 4 « 

CRASH DUMMIES 1 1 MtCil .... 1299 

CflUlStFDFIACnprSE 1149 

<"A«SEOFENCHANTIA(ll*Q) 1i M) 

D DAY (IMPMSK1N& |l ME3J 21 M 

OftWNPATRtXdMM)' ZJ-99 

PETnQfTdHEQj si ly 

DOQFIOHt (1 *EQ |2« 

UUNE ■ I WFT, i i | i9 

isjNEa-eATTu=FOBABBAKis.fnedt'iT» 

OJfiaEflh MAjrEH 2 ;i MEC.I 
■UT! .. . 



WOULD DUPVEAR94 

(GOAL. CHAMPIONEHlfr MANAGER U . 

DATA DISH. STRIKEB, 

SENSIBLE SflCCERI |l HEC>. .. 

ZW.KJEU 1 1 MEQ>-. 1 

ZCQL |l M£Gl .. 

BOQLifikijqg 



A1200 VERSION AMIGA CD32 CD's 

APPLICATIONS 



AMIGA EDUCATIONAL 



IB OUT OF 10 ■ EARLr ESSE.NTW.S 
AGES 3-7, CREATES AN OEAI 
FOUHftATKHJ FCfiO-*UPEM TO 
BLALO ON (1 MB, INSTALLABLE! . . . 
IDCA/TOf IB. ENGLISH 
AEES6-H 00'rtHH UAJ3H AREAS 
Of THE NATK1NAL QjHWCLAJLM 
11 MB KSTALLABLEl 



DELUXE PAIH1 I AGA EfHAtCfD 
VtHEDM FOR A 1 2WJ AND A4KB F AIV t 
AND AMHHE IN UP TO 25B.O0O CQLOI ,n$ 
FROM 1« ? ULLBN. <1UR fHTLHN.lL 
■6-» CaSKORh4AFlD.TfirvtHE.aUIREOl 59 99 

VI6TA PFIO \Lmt CHEATE 3PECTACULAH 
VIRTUAL WDFLDS 1Y|T*1 THIS. POV(ERFH|. 
SCENERyOHEATOFIANrj fcH»A«TaH 
SFECWL LITE VCHSK3N TO RUN ON A120C 
<m/WXB. |2MR C*»VE REQUIREO.I .«.*> 
HILLLANCEV] ASA. LATEST VERSAX 
OF THIS PREMIER PRO ES&QNAl ART 
~i PAC*A0E- 4* SKI 



ISM 



U'S E222SSSIS2S? , !£J^ ' H^ BEPgT Of MONKEY IBUWP [I MECJ "^ 



EYE UF THE RFKILOEFI ? (I MBGh 

Fl IDCWAHKI II MEC.I .1?*? 

F11TA STEALTH FK3HTFR ^f|l MLU'i 1i 9» 
F 19 STEALTH FIGH-rEH ITAOPI . ^ jg 

F*LDSOFE4jQHVi;i UtS) J} IB 

HFAim*l|ATlONALSODC£»(lM«6) 2B.S9 
FOAUJLA 1 GFLUJEl Hill 
GOAL 



SECPET0FM0NKEYI5HNR2II MEQII2.B QJVKUUM 
StNSOLEGOAj:^ *EG| - „ M 

SENSflLE.SOL3CEFt(*UMSEASO«l ?» 

liENlf-tBLE SOGCfH ■ 

INTLHNATIONAL EDlTlOH [I MEGJ 14 95 



10. OUT (II 10 JUWOflfSStNTlALS 
AGES 5- 1 I . BJLDINEi FOL*OATl0NS 
fCflMANV AREAS OF ^HE F*AT10nAl 
■ MB.INSTALLABLEj 

i bout of ki ■ maths HUHBFfts 

A0ES8-16. NATIONAL CURRICULUM 
II MS INSTALLABLE! 



AMfGA APPLICATIONS 



AMOS-CBAFT. 

EATENSION TC AMOS OI«*A5 OVEI 16C 

NB» COMMANDS AM5 INSTRUCTIONS 

RCOJIHES AMOS flfl HUVi FfK>-E<55K>WL 



IS99 |IMR INSIALLABLE, 



T4.K 



I599 



AMfGA GAMES 



FQFI QUfl FULL SElECTION OF AMIIiA 

GAMfc$ PLEASE ASK PQR *FHEE 

18-PAGE CDLOUH CATALOGUE 

*-WJN p DDN9THUCTp0h SETHI MEG; . ..I J,« 

Allf TANK KJLLEfl i'l MEOi ■ 1 1 M 

•LIEN3 „„ 

4I4NIQS .... 4 99 

API0TA iuii 

APOCALYPSE II MFJQh. . 1B.M 

ftHC*DE PQft it NESi T M 

AHMOUH GEDDCfJ J n MtG> It.lB 

AWAHlD WlNriE FtS OOLO 
SENSIBLE 543CCEH CUTE, JIUUY 



GFLftHAU (KOCH WOFLD CLASS CRlCXt I 
TEST MATCH RPEClAj. 1 1 MED|.. 
ORAHlMGOaCHDATpieitSK 11 

GUNShiP ano (i iaeb 1 , um 

HEARTQF CHINA || WEG|. . , z .g9 

HBM()*Ui.BANEOFpl5UAflDnMEG| ...21 *t 
JHEPODUESI i - 
THELEGACVQFSORASlLdMEaj. 1*99 

MBfDGUWEIIMEOI 11 (H) 

HI5TOMYLINE1914-IB H MEOl f| M 

HOOK ... n.gg 

HUNTEHINOI?! r,fi 

INDIANA JONES FATE OF ATLANTIS 
.ADVENTURE; I MfcGl .. . 2449 

15HAH2 LEGp3NeOfCMAOS|»MEQln4S 

SHARJdfcPEGi ^ w 

JAGUAR KJJUJ IT MEG 9 49 

JETSTFSKE. ifiw 

JOHN MAGOEN-5 il.J 3;- FOOl BALL 1(: fA 

JUNCLE STHIKEd pJEQl- . , | fl « 

.^RASSlC PM* (l MEQh I I 99 

«S49 IUTOPIA 2K1 MECJ IIJ 1^- 



SENSIBLE (pUMDOFtaOCEHfl NE0J*...19iM 

SETTLERS i e!K1 

SHADOHOHLD3 |H0I2> 3 B9 

f^erra .soccer 
IS (WORLD CUP £DIT1DN| |i MEGl 1 7*; 

- SILENT5EHYICE2|IMED> B» 



ifl.» 

Ad CCSE English fac« (ia-i«yearsi 



AWDS PflOl I SVilUNAl CH 
FOWERFUL AND PUCpJ ESSDNAL 
VERSION OF HEST SEJLlNG GAMES 
OREATCfl. MOflt CDMMAM53 MC« 
FLLA-tHLIT'C AhT BETTER LBEH 



15.4B 
11.99 
Ji M 
B» 
IS 93 
1*99 



1 MB, DOLiRlE ASE GROUP PACK 

THE PERFECT 0CSE REVISION TOOL 2299 INTERFACE (1 MB, WSTALLABLEl il 89 

aui gcse =rencm Pack M*-ie yearSi ahoh - phofisiicppial comppleb 

I MB DOUBLE ACE GROUP PACK COMPILES ANTj SWLDS UP PfiOCflAMS 

ThEFtHFECT GCSE REViSpOH TOOL »B9 WBlTTfcN IN UplQS EASY 4HOS OR 



21.99 
.31 « 
..1 3.99 
.13.99 

499 
1H» 



Ml tLAS-SICB 3 H 1 {1 MEG) P 

IBM OTT CLASSIC. Bill LIFE, jiuanti Utt 

SMON THE SORCEHCR I I MEQ1 „ 
1 ■■■'•■J 'ML SORCERER? I MEG| 

54UDMAHKS11 MEG| 

'illC MARKS DA I A DISK.'I YEf.l 

SLEEPWALKER . _-. 

SOCCER KI0 

SPACEACADEMTiTMEG). . ...:204a 

SPACE LEGENDS 

IWINC COMMANDER, UElJAtHAVELLEB, 
ELrTEHI ME<-i| M . H 

5*"AC€QUEST4|I MEG|- 1^99 

SPECIAL FORCES 1 1 MEOl 10 M 

SPEEDBALL I « 2 ■ 

SPORTS MASTERS 
iFCAOOLf. INDT SOB, 
ADVANTAGE TINNIS 



mHITtSSNOOKEB.IOOLI |l MEG) KK LFC.ENM CiF YALCLIH |. MEGh'nO|2| M OS 



KINGMAKEH |I iiJEGI 2.3.49 5- TA "LC«0 ( I «G.I JJJJ 

KINljSOUEST5(1HE0j- U ,6 STFEETFlGHTEft t 114S 

SSJSS^lSi'JS * .. ..ffi.M SUPIS SKIDS (SKIDHAMS * EXTRA 

BHTBC fdMEG) .3 CARS t THaCKSMI MEG). M.41J 

Supremacy h megi ,.ib.49 



battif SLE 91 .... 17 49 

BEAU JOLLV COMPILATION 

ICAIWON FODDER, SETTLERS. 

CHADS ENGINE. Til |1 MECl - 25.M 

BCNEATHASTFELS«Tll MEQ| 22 99 

ElACKC*TYPT|l ME0| .10+9 

SODv HI OWS [I MEG ■ A » 

HHUTAL FOOTBALL U9g 

RUMPNBUHN* „ i£BB 

CAUFAION n MtU; IBBfl 

C*»WAIGN3|I MEGI . 22.99 

CAr440N hoodeh i 1 MEG: Jd ta 

CANNON FO&DERZd MEG). . .. J04» 

CHAUPlOtEHIB MANA5EB 83/9A 1 1 MEQl 

suw ■ "i r ■ Mnrtirun w ^i 

(tND OF SEASON OAT* DISKhT ME(1 



lJEISURE SUIT LARHV I |i MFOl 1 1 49 

LEISURE SU(TLWHT 2 |l MEOl 11 IB 

LEI£UFEEAjrTlAFIftV3!l MEGl .. . 1?4 B 

LHMMK! » M 

LDMFJAROBAC RALLY 8,99 

LCRDS DF CHAOS 1199 

LURE QF THE TEUPTRF.S5(1 MEG; ...114* 
UAH UTD PflEMlEB LEAGUE 

CMMtPIONSlI MEC| 114$ 

MAN LIT!) PREHMEH LEACU* 

CHAMPIONS DATA DIE* (1 UE1L1 ■ ...4.99 

MASTtHAMEn MEOl ■ 14,69 

MpTjFCMaChWES.. . 18 (Si 

WDNOFOiY , 184, 

MORTAL KOWBAT |IUES( -ju ^ 

.9» *pRHL0BB»- 13J9 

NEW pVOR. D Or ELI-MINGS 1 1 MEO| - 19 » 

U49 MCKFALDCTSGOLF u w 



5Wiv,;nOpi . . 1 

SYNDICATE •; I IYEG1 . 2J « 

TJlCC4N0P.il VEGl . 7» 
TACTCAL hlANAOEP ■ 



4Ca GUSS MATHS PACK.IT4-16YEAHSI 
1 MB. EXXULE AGE OROUPPACE. 
THEPEHFECT GCSE REVISION TOOL 22.99 
FL*JSC-HOOLa|2-5TRS, 14J0 

FUNSCHOaLS(5-5VHSj 143B 

FL.M SCHOOL 4 (2-5 VMS) icm) 

FUN SCHOOL 4(57 VRSI 16M 

FUN SCHOOL 4 (7. THS| . ■ p; ; 1 ■ 

FUN SCHOOL SPECIALS 

*AERLINSMAThS.(7MYHB| 1799 

SPELLING FAJH (7-13 YRSl . ... i.r=<} 

'4ICHOENGUSH BTHSTOGDSE. 
CONFCflWS TCJ NATIONAL 
CUHHICULUM <|l*Ej 1B , n 

MCRO FRENCH. BEGIUCR TO GCSE 
99» CONFORMS TO N.CUlniCULU« r Tp«> IB.99 
MICFDOEBMAH. HEGMNER TOGCS6 
AND BU5IH4E5S LEVEL. OONFOHMS TO 
NATIONAL CUHHICULUM |l MB) .. .. 1«H 
MICRO MATHS HVR&roDCSE 
C^FuflMSTCPiDLFIFieuLUPf. (1 NBl ,. IA 99 
l*3»0 SCIENCE. flYRS TO GCSE. 
CONFORMS TO N-ajRHCtiLUU HMB>..lfl.99 

MICRO SPAWSH. BEC*JN£R TO GC5E 
CONFORMS TO NCURRICLILU.M |1 P*J| .. 1£93 

WEGAMATHSl* LEVEL COURSEl II MB) .1BM 



N04SOYS BIG ADVENTpjOl SEQUEL 
TDTHE P0*ULAH NODDY S PLATTA4E 



ENOLlSHLEAGLEl.MEGl, 1*4U SERIES. 1 1 MB, INSTALLABLE) .. 

= *THEGREV(1UeQ) 21.49 HODDTS PLAYTIME. 



SUPERB no:' ■ 
THEMED ECtlCATIONAL ADVENTURE 
Sl^l5AGE5 3i 11 MB. INSTALLABLE 1 14 99 



FREE PRINTER LEAD 

WITH ALL PRINTERS 
CITIZEN AFJC 

PRINTER WITH 
COLOUR KIT 1*7.M 

2* PIN, BO CCLUMNi. 
lSJC-F&'SALQ 5LCV1 
DRAFT FONT COMPLETE 
™tH FFIEE EASVSTART 
SOFTWAHi- 
7 YEAR WARFLANIY 
FREE WATCH nfORTW E3L9.S9 
FDWALLWTe-Opehoij 

CAINDN BJ-JW BUBBLE JJ£T PFfljHTEFl 
BOCOLLMN MBOPS fl TYPEFACES 3 
PFONTING MCOES. I YFAfl WARRANT i 



THE GREATEST 

I.IIMMV ■AfMITES. LUBE 0* THE 

TEMPTRESS, 0(|NE| fl MEQ) 16.99 

THE. LOS.TTHEA&URES 0* NPOCQU 1 
iKClASSlC NF(KDMTElTArWENTUFES:i . 1S » 

™EMEPAFK(1MI<5)> u.Sfl 

TOCGbAHailMEOl- l?w tKSKyt ' HARD DHIVE REOUIRBBJ ... M tt 

ISSJ^RSm 5 ' W »™W0«™V3lAGJlWCflOPUBUSHER 

UNWERSE ,1 tJpEO) B2.4, THE LATEST AND GREATEST VERSION 

VALHALLA 1 1 MEG| iBflj OFTCf OUALITfpYORE! '•UBLISHEH 

W * LKEH ■ -9.» PACKAGE .? MB. EXTEHNAL OSK 

'■MEN TWO WORLDS WAH-HUEOl 2149 DH HARD DRIVE HEOL4HEDI 55 UU 



A120OWORDWQRTH DEALS 

WORDWORTH VlAGAYdOHD P..HI i^'ILp^ 
NEW LOW FfllCE |l Mfl. EK'EPftAL 
OSKOfl HAHD DRIVE RFOUlHLUl 




FIEE WATCH OFFE* 
LIJHIIip PEHIOD 



FPS0NL&10OPHINTEH. 

24 PIN. (Ht COLUMN, 250 CP3/72 LO, 

fl FONTS (2 SCALEABUEl. QUIET 5«JB 

NLTI5E LEVEL, EAST TO USE CQNTflOL 

p^ANEl hUES PHINTERLEAC! 

1 YFAR WAF1FWNTT. 139.94 

EPSON LQ-1 50 PRINTER 

24 PIN flp COLUMN. 21 B CP&TS LQ 

fi FONTS CfS SflAL E ABLEl. OU16T 46 5DB 

'IfJISF LEVEL. EASr TO USE K5NTROL 

PANE., FREF PR1NTEFH LEALI 

1 VEAR WAjRFWNTf. 204 g$ 




PANASONIC 
KXP213S rjOLOUn 
PRINTER. . 195.90 

24 PIN. BO COLUMN. 

PMCP3V&4LO yrairrs 

(ISCALEABLEI. 
FREE PRINTER LEAO. 




MLH 

CANON 8J10-SX 
BUB BLE JET 
PfllNTEA 105.99 

64 NQZ2L6W COLUMN, 
I10LOCPS. £LOya0fl*FT 
FONT. 1 fEAR WARFLnNTT 
FREE PrYJA'TFfl LEAO 

CmZEN SwIfTSOC COLOLIFt PRmTER 
9 PIN. BO COLUMN, 2ADCP5.1S4NI.Q, 6NLO 
FONTS. 2 YE:AFI VVARRANTTY 

FREE PRINTER L6AJ3 1 SJ.e B SUITS AIL WORKBENCH VERSIONS FROM 

aim SWIFT 200c COLOUH PfllNTEH 1 J TO 3 a ENHANCES PAINT QtJALrTY 

Z4 PiN. £B CCM I JUN 2 «P£VTwS«ai FROM CITBEN &mf - ' PH| NTERS 

□FWFTFONTAUlQ^TFAiOTVaTeAB GIVES OUTSTANDING RESULT? ,2.9s 

WARRANTY FREE PRINTER LEAD . ..1K.B9 CITIZEN TRACTOR FEED KIT FOR CJTLZEN ABC 



WITH FREE pVGROWOHTH WORD 
PROCESSOR WHILST STOCKS LAST 

ACCESSORIES 

CANON NICAC BATTER*' PACK FOR 

ELMOEX OR Bj-ID$S( PRINTER ... 39.B9 

CITIZEN PPiNTEPI DHIVEfl HOfT FOR AMIGA 



CITIZEN SWIFT 

J40C COLOUR 

PRINTER..Z19.98 

24 PIN. SO COLUMN 

240CP&mQ. BLO'1 DRAFT 

FONT. AUTO SET FACIUTY. 

LLTO CONTROL PANEL 

2 VEAfl WARRANTO 

Free priwteh uEau 




PFBtHTEFi EilSV TO FIT HIT WhPCH ALLOW5 
CONTINUOUS PAPER TO BE USED . . 319S 

FOR OUR COMPLETE RANGE 

OF PRINTERS, LEADS, 

RIBBONS AND ACCESSORIES 

PLEASE REFER TO OUR 

FREE CATALOGUE 



AMOS PfiOFFESSIDNto. 

11 MB. INSTALLABLE I 24.M 

DELUDE PAINTS A YE Mr POWERFUL 

astt Ann animation package with 

LrTENSVEFEATuJi E5i ABESTSELUEH 
AhO A 1 0» AWARD LVTSNEH. MANT FONT 
ANH PHHTING 0°TONSAND SAWPLE 
ANIMATON ANDAHTrNCl^OED 

IT MB. TitSTALLMSLEl ...14,99 

DIBECTORY 0FUS4 COMPLETE 
DIRFCTW1Y AND FILE OROANlSlNG 
■:V'.-.i| V if,,-* amj n;;,H HMD MM 
USERS (1 MB, INSTALLABLE! p .. MM 
FINAL WHITE.* (RELEASE 3. 
EXCELLENT WORD PUHLI5HrjG SYSTEM 
WITH OVtH 100 TYPEFACES EASY TO 
USE i5MR. DRIVE REdUIRFpl ■ , 63.M 
"ANNA BARBARA ANIMATION 
WORKSHOP FOR CARTOONS. ETC J9.99 
HOMI ACCOUNTS THEOHIGINAL 
VERSiOWOI ■HISMONFVMANAGEH 
ITJSTALLABLEI *js 

KINEWDHDS ) FULLY FEATUHEO WOte 
FV6LIS*IEF(1MB.INSTALLABLE| JT.9S 

MHaOFPlOE. NTECRaTElv«dro 

FPOCE3SOR. SmE4J5hEET.DA7ABAaF 
AND HSU DTLlTlES. II NE, NSTALtiltJUti 3S.» 

MONEY MATTERS l*OME ACCOUNTS* 
LATEST VERSION OF THE EliCEl LENl 
MQMR HACKACE FROM O4GITA 
1 1 MB lNSTALL»BLEj . JS.Bfi 

PC TASK COOO VALUE BUPLE 1*0 
EMOLATOH AllOlWNG IBM PC 
APPLiCaIIONS TO BE USED ON YOUR 
AMIGA ffl.EASE NOTE THAT THIS IS NOT 

Suitable for Windows oh highenu 

APPLlC*.TClNE BEQUIRESMSDQS3 3 
DRAROVE (1 MB. INSTALLABLE! . 35.M 
PENPAL EAST TO USE IVOOO 
i'MOCESSOR HMb IWSTALLARlF, 29.99 
*U1UHHEB ;PAf.F LAYOUT PACKAOEl 

inr,\-j. 1 rjo. estehnai osk 

OH HARE- DRIVE ^EQUIRED'i 21 99 



ALIEN PJ3EE3 ■ I LTrtER ASSAULT- ID» 

ALIENEflEFOS-ESClWAK. . 17*9 

AnCADE PDOL 11 -=c 

BANSHll ,«ii 

BENEATH A STEEL SKV 21 Mi 

Bi*JTAL FOOTBALL .. . 1949 

PA.BRANSTI/ •;- n 

CANNON F4JDDM 2t« 

CAPTIVE 2 LIBERMBN 2299 

CHAOS ENGINE 17'^ 

D-'GENERATlON 17» 

UlSPOSABLF HERO . 1390 

nRFUMWEBP jj M 

E«-DEJ _ UM 

FIELDS OF GLC«Y p .. 1, 

OUAHDUN- . ibjs 

GUNSHIF2DP0 11 <b 

HEIMDALLi _ lr 21 H 

IMPOSSIBLE MISSION 19 99 

.AMfS FO*4J 3 CPERATluN STARFISH . 22 !W 

.TjISIGLE STRIKE ■ .. . 

"240 luriOPIA 2| I'NAGA) 

*ICKOFFj .. 

LEMUNtjS 

LlTlL DIVM. 

LOTUS TfmjOGV IL0TU4 I. 2. 31 

MAN L./TDPfiEMIER LEAOUE CHNJ4FS ij i 

MASTEHAKF- ,.,,., 

UeCARACE. „jb5 

MCROCOSM JJ M 

MOHFF, ,,„ 

MFIULOBBY* 139B 

nick faldos golf nm 

PMULL FANTASIEE laau 

FRATESOOLO iSM 

Planet football .._.. 229a 

POVlERUHIVE p mgg 

PROJECT XS.E 4 F17 CHALLENGE I7S9 

SABHETEA4* „ „ m H 

SFCONO Samurai 1 , ...; 

SENSIRlE SOCCEH , INTL EDlTON ...1799 

SAAJN THE SOftJEREH 

SLEEPWALKER 
SUPER THOG . 

TFX 

TOP GEAR 2 ■ 

TRIVIAL PURSUIT ' ig« 

UFO. ENEMY UNKNOWN 1t*> 

ultimate body blows 

imv&OlrrSiroar-BtOlptfGALACTICl ,.ig, iB 

UNIVEHSE 21 M 

VITAL LIGHT. IB 99 

WFrYfiLET INTEHNAT1CNAL SOCCEFi: 'l«9s 
WORLD CUP SOLF*. .. 1«» 

MOL2. ..1S» 



..23,99 
■ 2.49 



.27 « 



DIGITAL VIDEO CD'S 



EHEMTAL v*EOCD'a FOR-COEOH CDi 
FITTED WITH FMV ADAPTOR 
BEvFRlTMLLSOOPIRATFjO IS) 1iap> 

BOMJOW-KIIPTHEFArTH.. , 14 M 

BRYAN ADAMS ■ WAKING UPThE 
NEaSHBOORS lg93 

DAimtBOWE ■ THE VIDEO 
CCLLECTpON|HATED I5|p 
FATAL ATTRACT!!*, (HATED If], „ 

CHQSI iHATED IS) 

INDECENT PflOPOSAL IHATEci ,3| 
KA'EUUSH THE VlhOLt STCfiY * 

PATFlOT GAMES IfiATFn IM ij'j 

PINK FLOYO-THE DELICATF sound 



.19.99 
15.99 

..154* 

..1S.99 

1B.99 



OFTilLIMDER 

oueeh-gheatestflij i tn. . 

STARTRE* VlHHATEDPG) .... 
'ML CREAUOF E«C CLAPTON- 
THE CUBING GAME ,RATEU 1E',< 
THE KRAYS (RAtED IB. ' 
TINA IUHNER • SJUPLr THE BEST 

TOP CAM (RATED PO| ■;» 

WAYNES W0*ILE> (RATED 11) IBM 

VilTHSSiRATED I Si i j 39 



.19.99 

JUt 

.15.*t 
1SJPP 

IS.H 

19,99 



BOOKS 

A-TRAIW OFFICIAL STRATEGV GUIDE . 

AHGA J(K) HSIDEH GUIDE |ALL YOL'NEEDTD <N0W *BCUT THE AMKM laB. 

AMIGA I BMiWSirrERUUIDE.NEXT STEPS 

AHI&A A 10ZOF WQRKKNCH 3 INSIDER 0U1CC 

AMIGA ASSFrJ6LLP .ABEGINNFRS GUI3E TO F«OGflAMI*rei 

AMlCA |x;a HE =F*FNCE GUIDE |4TH FPlTlCT|-. . 

AMmAOA*JLa. HINTS "MPS. JHEATS AND ADVENIUHE SOLUTIONS 

AMOS IN ACTION IA GUIDE TO USING AMOS VllTH PRACTICAL EXAJUPLESI 1 1 » 

CIVILISATION GUIDE BOOK. By SID ME4RS . ".„„ 

CDF4SH COMPUTER OAM£S GUIDE 

IHINTS, TIPS AND POKES FOB OVER BOB COMPUTER GAMESl 

NDIAAA ..ONES AND FATE OF ATLANTIS HINT BOO*. WALKTHROUGH SOLUTION 

'JIM*. WTTS AND FISTS PATHSl SPECIAL RESERVE Cm* VERSION . ^.99 

MASTERING AMIOA AimOS 

ARVANCtOOJIDETTJ THE AMOS PFKXWMMINBLJWOUWEI !«» 

MASTERINO AMIGA BEGiNNEHS ? W 

Mastering amksa C 

pAASTIMnG AMIGA PRINTERS 
UAaTERWC AWGADOS 3 TUTORIAL 
GLIDE TO OFTTiphG I HE MOST FROM AMI6AO0S 3l 17 SB 

9,99 

II M 




109S 



SECRL1SOF FROHTIEft (ELITE 2| 
WHITING frQLE PU.YINCOAPJLS W AMES 



MEGADRIVE GAMES 

CHAOS ENC.NE 39 99 

EASPCflTS SOCCER.* Player-, . M99 
JUNC^c STRIKE ... ' 36« 

MORTALK0*«AT2a .. 43.99 

PETE SAMPRAS »ENNIB(J.CART| 

14 PLAYER CAME) J^jj 

PCA FUPOPEANTDUR 25 H 

ROAD HASH 2 |g» 

STREETS 0FRACM IB 99 

URBAN STOKE 35J* 

YIHraAflACmG 4«9B 

GAME GEAR GAMES 

MtHO MACH*J£S ... 24 99 

COLUMNS n« 

«BA4*M . .. .2999 



SOMC2 . 

ALADDH 

50MCTI* HEDGEHOG . .. 
STAH pVAHS 
RFA SOCCEH . . 



1Z99 
24W 
19.94 
24.4B 

. 29SS 



I1HVI1II' 



GAMEBOV GAMES 

SUPFH MA»«J LAND 3 
2ELDA - idMCS. AWAKENING 
DONKEY KOMG !H |SG) «... 
TETRIS2ISGI . 
FINBAI.L DflEAVS . 

Super UARio Land 2. . . 19 

MOnIteh ma* " jj" 

CASTlEVANIAE 16 Hi 

WORLDCUP^A 94 ... . 2C.99 

SUPER NES GAMES 

FlfASCCCEB asw 

SIMCITf 1**j 

PDA TOUR GOLF 14 99 

SUPER METROID 
i I""" RACER F.p ■ 

STARHnmi „. , 

««GA MANlt 

tlORTAL KOMHAT2. „. ,. 

ROCK AND ROLL RACING 
DESERT FIGHTER . , 
WW DMLTBELL OFFICIAL UK VEAeiOti? 



AMIGA C D32 

CD BASED CONSOLE WITH A 1 200 

12BIT POWER. 2E2 000 COI OURS 

FROM APALLfTTEOF 1 5,7 MILLION 

) MBi^AM. FAST 14 Uh 2 5BB20 

PROCE5SO* Plats audio GCe via 

On screen Display and dkj(tal 

video col with op1 kjnal 

FUV AfcAPTQH. 

AMIG* CD32 SPECTACOUm VOYAGE PACK 

WI1HMICROC0SMAMTJ CHAOS ENGINE JHojOO, 

PLLJ6 THREE MCK AVAILABLE ONLY WHEN YOU EpUY A COH 

CONTAINS ONE COWVpOCOHE CONTROL "AD 

ELITE J CD AND TRIVIAL PURSUIT CO ...JUST ADO W.99 

C45t|MjOEK3HE FULL MOTION VICEQ^n MODULE 

FOR AMIGA CD-32 GIVES CD-32IHIGH QUALItv FULL MOTION 

VIDEO CAPABILITY FOR MOVIES. MUSIC VIDEOS AND -GAMES 

THAT FEATUHE FUM.L MOT*ON VIDEO GAM6P1 AY 

SlMPL Y SLOTS -I ' L'J HACK OF CD- 35 .... ,3^93 

CCMHOPOOC 
CONTROL PA4J 
MM 

UK ', fl v c i 

CONTROL PAD 

FQHCD32 

aUICKfiHOTSOUNDMATE 4 
SlCHEOSPEAKIinS.T'AIH) 
FOR AMpSA CD.3J OR PEPSDNA1 
STEREO. VOLUME AND BALANCE 
CONTHOL. BASS AND TFlEBLE 
BOOST 4Wt4n|LMC 

SCIICENBEAT 3 STEREO 

SPEAKFRS.PAIH|FaH 

A MWV L COEI OR 

PE(4SONAL STLHEO 

tut 

SOUY SRSA3I1 PORTABLE BP€A«nJ 
WDH BJL- NAMPllFER. ONOFF SWITCH 
VOLUME CONTROL. B5UM OpAUETER 
E*EAKEHi IDEAL FOR u»t WITH WALMUaN 

DIEJaaW-COffiCflAWIDA J4« 

H>Fl AUDIO LEAD - AMIS ACD32.HT TO STEREO 1 ., 

MEDIillFCCU FILE DRW^Eft (30 CAPACITY) " 15 „ 

iii^HtLriHL.iiTIVAiU^A i lAi- .:jh fopi SCHEEWEAT SfEAKEW 7 33 





.%%.%%%%%%%%%%%%%%%%%% 





SETTLERS 
16,99 






WING COMMANDER 
MEGATRAVELLER 

ft ELITE 




SPACE LEGENDS SPEEDBALL COLL F,1 GRAND PRIX 

15.99 

Swift iprog joypadfor 
AMWA'ST. TLWFJG FlRE AND 




FREE - 16 page colour catalogue - just phone 

0279 600204 



11.99 



UFO-A12QO 

23.99 



WQfl LD CUP YEAR 94 

20.99 




ALL AMIGA A 1200 3 INCLUDE 

MOUSE. BUILT IN ■ V MOOU.AT0R 

SMEftAMEXPU^JABLETO I3MBFASI I4U-UEKQD 

>>PCCESSORNE(Y ABA &BSPHICS CHIP SET 

SMflMSCHEENCOLQuPS FROM 16 7 MIU..3N 

J CHAWEL STEREO SuUNOHUILT IN FLOPPY DISK ORIVE 

BUILT IN INTEHNAL HARD EWVEfMTEWACE ilMJi 

AND I TEAR U.HOME SERVICE WAHHaATTY 

AMIGA A 1200 Ml 
DESKTOP DYNAMITE 
™th WOflDWQHTH m MS* 
DESKTOP PuEtLlSHFH PERSONAL 
PAINT IV AjOA. PRINT MANAGER. 
OSCAR AMD DENNIS 350*0 

1MIGA A1?0Q1W 

;OMBAT INNOVATIONS 

MTU wOHDWWfTK fa JlCJl DESKTOP | 

■OhliShER, PERSONAL PAINT IV AGA 

TWITMANAGER DAT BY D.AV. 

WAL eARNAW.BRWN THE LIOAI 

tNDZOCt.2 .. . . 3M.M3I 

*»6» AUTO COMBAT INNOVATIONS PACK 

AS ABOVE WITH INTEHNAL 2.5- HARD DRIVE 

U20C2.W COMBAT, 80 MB DRIVE . 51A.M 

H2f>5 2 120 COMBA1 - im MB nfll'JE ssa no 

11 itiqfc'l JO COMBAT* 170 MB DRIVE . SBO.OO 

FOR HARD OR"V£ PACKS PLEASE AHONE TO 

0*CK J TEST PRIM AND AVAILABILIf V 

iMIGA A1200 2/0" LEMMINGS 2 PACK 
TTTHI-EUMmCS:? AND DELUXE PAINT 3 JlfcM 

A600's W HILE STOCKS LAST 

A*«J, ' AMIGA ASflO 1/0 WILD, WEIRD 
b4AN0 WICKED, PACK 

WITH DELUXE PAINT 3, 

F1 GRAND PRIX, 

PUSH OVER. AND PUTTY ..21«.(H 







"SPECIAL DEALS- 

ADD ANY AND AS MANY PLUS PACKS 
ONLY WHEN YO J BUY. AN AMIGA 

PLUS FOUR PACK 

E JTE 2 BATMAN RETURNS 
LEMMtNJQG 2 4 CIV USATOH AAA 
JUST arc 19-99 

PLUS CHAOSl 
PACK A1 200 

CHADS ENG Mt NICK FAL.00 GOLF 

HINFJALL FANTASY A SYNDlCAIE 

JUST ADO . 15,99 

PLUS CHAOS 
PACK ASOO 

CHAOS ENGINE, NIC*? FALDO GOLF, 
PINFJ.AS.L FANTASV i SYNDICATE 

JUST ADO 10-99 

PLUS COMPETITION! 
PRO JOYSTICKS 

CONSISTS OF J COMPETITION I 

PRO JOYSTICK^! 

JUST ADD .17,991 

PLUS SWIFT JOYPADS 

CONSISTS OF 2 SWIFT 
TPHJOJOYFADS 
JUST ADD. . 14-99 





ALKOHHF 
OTMPETITKJN 

PRO ExTha 
J0V5TICK 
FOR AMOAWT 

CLEAR BASE. 
MICROSVrlTCHED 
WITH AUTOFlRE 
11,» 
OU*CK,$*HOT 1J7F " 
PYTHON JOVSTlCK 
AUTOFlRE 
■lM 

Cheetah bug 

■JOYSTICK FOR 

*MSilL'5T 

MICROSWrTCHED 

WlTHALTTOFIRE 

13. SB 




* 



SCOhPiCm PLUS JOYSTICK FOB 
AWIOAST. ARCADE STYLE lAflTH 
TURBO FIRE 



QUICKSHDT IfflF 

MAVERICK. I JOYSTCK 

FOR AMIGA'ST 

AUTOFlRE 

11JH 

FREEWHEEL 








5TEERINO WHEEL (DIGITAL! 

SUITS MOST 

DRIVING 

GAMES 

hjjm 

SAITEK 

MEGAjGRiP / 

JOYSTICK 

FOR AMIQA.'ST 

AUTOFlRE 

11, •» 

SUPER PRO ZIP 

STICK 

JOYSTICK FOR AMIGA/ST 
MI0PO3WITC1ED WITH 
AUTOFlRE 
11W 




MEMOHY 

B12KA1K3A RAM NO CLOCK. FOR A500gR AJOO, 

J12KAMGA RAM. CLOCK FOR AMD CRA50D+ 

1 A* AMOPLUSFiAM UPGRADE - CUX* 

1 MB Uff, RAM LlfGH.DE * CLOCK. .. 

4MB RAM BOARD FOR AlZOfl WITH CLOCK 

FITS NTDTMAFDOOH 5l QT 

4 MB ♦ FPU RAM BOARD FOR AMIGA A1S00 

WITHCLDC* ANHl AlXllTlCWAL l-ASl XJMM FLOATING 

PQtNT rep MATHS AND GRAPHICS ACCELERATION. 

RT5, INTO Tfl^pDQCfl SLOT .335 99 

LEADS 

ANTl-myflCE-IWAY 
WULTIFLUG EXTENSION 



y.B3 

. .3S.H 
d9.99 

.179 99 




Huot i.r ge u' Iwntwvi MMMM 

boeki, peJlpherBlfl and ludi for 

PC. CDRoin, Aml{Ni,CD3Z. Sega, 

NinlaiMlQ, Aliri, Apple, Sony, Pftlllpa, 

and JDO. AN official UK pc oducfs, ill 

al HEAVILY diKcnunlod prlcafl 

Ondar by po*1, Of by ptiono « coma to frfit of It™ Special Restrvc 

CLUB SHOPS OHHI^NlpnlinHimAWlEt 

CHELMSFORD ■ 13 Broomlield Hd arnwid ItB cirtijr ligm fr™ but sIbIqh 
SAWSRIDGEWORTH - Thuj Waitings em jardt tram ihe Irani slalon 

lSIiSS t I 0m 200 ' MO P»PI* haye joined S pedal Reserve 



SNES WITH MARIO ALL STARS , . . S2.00 



ATARI JAGUAR CTBERMORPH . . .213.99 



GAME GEAR WITH 5 GAMES FROM 89.99 



PANA50NIC 300 TOTAL ECLIPSE . . .385.99 



WITH 9 GAMES FROM 179.99 



MEG A DR I VE WITH 6 GAMES . . . 88,00 



SLFCTRICALSLIBGLS. 
3. 44 
ANTl-SURGE HJUG . 



12.« 






BOLLiSTlCK HAND HE! d 

MICRO-SWITCHED 

AUTOFIflg 

WW 



n 





KQHIH SPEEDBIING ANALOGUE 
JOVS-TlCK FOR AMKLA.ENABLES 
FROPORTONAL DONTROl On 
SuiTahle software 
AUTOFlRE 



H,Fl AJLJIC LEAC AJKIGA.'CDaj.'ST TDSTEHtO 
II ShETHES.^y PKmO CLUES TQ 2 X PHONO PLUGSl 
CAF1 ALSO SE USED TO CL>**CTSr6HEO VIDEO 
TOHUI AND HI-FI SEPARATES TOGETHER 3» 

JOVSTltX SPLTTTER CABLE FOR AMIGA Oft ST. 

CONNECTS 1 jOTSTOia TO 1 PpflT 6.9S 

R080BHIF1 MTERFAOE FOR AJUGAOR ST 

PLUflS MOUSE AMD JOYSTICK INTO ONE PORT 13.M 

PORTfMTE^SiQM^mpTQH pg H AMpAOB JJ 

rAcxoFTwoieiiTEKjiairjicM 5 ^ 

AMALOOUE JOYSTICK. ADAFTOP FOH AMQA 
ALLOWS AN-* 1 5-PW PC JCSTICR TO BE LiSFjD 

WTHGAHtS THAT FEATURE *N*LCQUECONTflDl. 7S§ 

NLLL MDOCM C»C(,E lCOWECt.5. ! COMPUTEH8 
FOR HEADTQ HEADPLAVINOOH CERTAWOAMES SUCH 
AS POPULOUS. FALCON KNIOHTSOF T>* SKf. 
FORMULA I 0«ANC- PHIJt AND VRDOMl .. ..am 

PRWTEJHEaD |P««A.LLELl 1 SNETHE5 .. ..T.Bfl 

SCART LEAD ■ A«GA CUE TO TV AY11H SCART INPU I 
HEOUIHESTM WITH MSNUAL SCAFTT CHANNEL tti 

SCARr LEAD : SHIGA TO GOLDSTAR TV 9 aj 

5CAHT LEAD ■ AMIGA. TDPHUPS TV . 3 99 

5CAHT LFAO - AMIGA TO SAMSUNG , 3 39 

SCAHTLEAD.AMIOATOSOHr TV 8 99 

SCARTLLAD AMIGA TO T03H|BA,>«TACHI TV 9.99 

3C*RT LEAD - AMIGA TO TV WITH 3CART INPUT 9.99 

TV LEAD - AMIGA CLV.J2 *0 5VH5 TV OR VIDEO 9 99 

MONrTDRLEAD.ODWTOCMMMlCeilS 9 » 

MDWTOR LEAD -AMIGA TO CMEBB l(»*S 995 

fVDEC AlillGA PCWER SUPPLY iSPEQAL 
DPOLRUNNINGTHdNSiFORMER, . SiBB 

COMPUTER CARE 

ELEAhlND KIT FQR COWUTEHS (WrTH tfACWjM} .. >T.M 
DUET DDVEA FO« OH COLUMN PHINTEH ICUEAM . 1 M 

Dust covE«J=Dfl aiku,clE*RPvO i m 

OuST COVER for A«ao (ELEAH FVCj , fl.m 

DUST COVER FOS AKB OH ATARI ST I'Cl-EAR PVCl . A « 

OUST COVER FOH MOMTOR iClEAH I^C| 5« 

MOL-^SS bOjSE ,HtliD» PUutE T3 5TOFIF - '0UR UOjSEl AAB 

CONTROL CENTRES 

PRFU'ED UM- CtNTRE FOHAMiriA 
STHOM3 UHIVE^HSAL STAM: FOH CDWUTER 
MCMTaH STAND AnO SHELF FOH EKTEHMAl. 

PEftPHERAJ-S. ICOMES FLAT PACKEDl JE-33 

PHEMIER UNI, CENTHE PLLS FOR AMIGA. 

ExTJW LENGTH VEHEK3M FOROVEROWVE 

ANDOThFR PEHI^HEFIALS 4.93 

DIGITISERS. SAMPLERS 4 SCANNERS 

TEC HN2S,C!t;HC, ' JRBO 2 EiiJID SAMFvEH 
HEAL TIME SPEC AL FFFECTS ViTJRkS WTH.ANV 
AMlCA I vfl. RAM REQUIHElS . . 23.94 

VIUL0.J*S"tPFOH AEOCQR Aftt:, COMBINED 
VinFC'DIClTlSEH ANDALDO EAMP.rHnMBl 1999 

?VDEC HSI*T HCAAINERFCH ANr'AMlUA 
UH4IM DPI HOh ajALIIv RESOLUTION, 
6. SWjLATED GFEVSCALES. INCLUDES 
DAATA3C*N fwOFESSIONAL SQFTAARF 



14.99 

CHJICKjOy foot PEOAL 
FOR AMIGA OR S r 1 3 99 



[WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS VOl/joiN" 1 
t MBmhsrs ie«ive 0u< 4S.jj B ga Colauf ClUD MagaziDB bi-manlhly 
I EbcTi ,§sue r^v^iws a seteculofi figm our e-mensive range ana IndudW 
I al least £30 worth erf coupons lot additional savings on lopi products 



Memr>ers aoa undar no ohligallon t/o buy ar*ything 



'MEMBERSHIP FEES UK EC WORLD 

l SIX MONTHS Wtl 4,00 too 7.00 

\QNEYEAK 7,00 9.00 11.00 

m tui na mm a b«h w ihi mau immjutdMmn twof :it bimh* 

(redll Card Sa fei 0279 600204 Bam h Ipm Pa Sly 

All pnoea inqluje VAT anfl 2-S sorting day tsmags to UK manland 

&5*inar» and panpnatats ar» s»m by posl, hanlrtar* ivy Wnin Arrow 

Allow one o* lwn dajs For prosaaung and craspaich o4 sioci( Hams 

AJI itrns ;ire in^viduBlly DaspaiLhad and may not arrive togelher 

An orrjer oofifumflrKirtj'HispFiltri advioa/VAT raeaipl ■*< FoUrjw 

H*rdwarfl Hems (balteryai irtdmsl are only supplied 1o tins UK msmiamf 

Ovarsaaa ord*f* musi be paid by credit caro (mj iiarrjwara aoH overseas) 

Ovaraaaa ^inH^arcfl £2.00 per soflrtare iiBm or JS*4on otliariiefTia 



| f BLOCK CAPITALS p eno , 

iNBtna lAddness 

I 
I 

I 

I 

I 



JOIN 



i 



Postcode . 



OVERDRIVE V.3 HIGH SPEED HARD 
DRIVES FOR AMIGA A1 200 

'THE FASTEST DHlVE EVER REVIEWED S* 0U" 

3.4" QUALITY IDE HAHD DRIVE. 

AVERAGE ACCESS TIME I EMS, 

STrLErj Tg MATCH AtA<GA 

EAgv INSTALLATION ■ PLLK3S IN 10 »CMCIA SLOT 

Afl TOOLS AND I YEAR WARRANTY 

ERDPlVEVa I ra M9 EXTERNAl HARD DRIVE FOR AMIGA AI?«J 1BS.W 

^tHORIVE V 3 d20 MB EXTERNAL HARD PFtfVE FOP AMIGA AlSOO 235ft(i 

INTERNAL HARD OH IVES FOR AMIGA A 1200 & A600 

HARD DRIVES HIDH 5PEED 2.5 ORIVE. 15 MS ACCESS T|U£ lAPPROKl 
1 VEAfl WARRANTY KIT COMPIETE AND EASV TO F|T. DRIVES l-ULLV PRF PARED 

NOT€ THAT OPENING YOUR AMHi* MAY INVALOATE THE WARRANTY 
t MQ IMTERNAL HARD DRIVE 32K CACHE (CONNERI P OR AMIGA A 12D0 lit 99 

1 MB INTERNAL HARD OFSVE KK CAC*1E (OONNERl *OR AMIGA AEDO . 1J7,B* 

J MB INTERNAL HARD DHJVE E4K CACHE (IBM| FOR AMIGA A12CO t4«.H 

3 MB INTERNAL HARD DRIVE B4K CACHE (ISM| FOR AMHJAASMt 1*9.99 

liMEl INFEFWAJL HAHD DRIVE *W CACHE (AFBIAL1 FOH AMIOA A600 HSL99 

J MB INTERNAL HARD DRIVE «4K CACHE (AP£ALi FOR AAKIGA Al SCO I H4 W 



ALFAMEO*MOUSEJM 

4D3 DPI HIGH 

QUALITV MOUSE 

13:4* 



3 



EKLiF'SEMOUS.E. 
MICPOSWITCMED 
^KOPIFOR AMIQA 
HD 



LOGIC J 

^EED MOUSE. 300OPI 

2 MiCFWSrtlTCllEO 

BUTTONS 

12.99 





^11^ 



SPECIAL RESERVE 

BRITISH HADE 
EFtftOR FREE DISKS 



OVERDRIVE CD ROM 
FORA1200 

EXTERNAL CO ROM DRIVE COMPLETE WITH 
INTERFACE |PlUS5 INTO PCMCIA PQRT|. 
HUNS MOST EKISITlNfi CO-i? SOFTWApe. 
PHOTO-CO, CD AUOIfJ AND CLVG DISCS. 
DOUBLE SPEED MULTl-SEESlQM DRIVE UNIT L 
Wn~H MOTDRlSED THAY LOADIMG' 
EXTEHNAL POWER SUPPLT ALSO INCLUDED 
AMIGA AND CD AUDIO CAN BE MIKED. 
1 VEAfl WARRANTY 




I'll. :,-!.■ Nu 



F,. 1 iii.:l,int' 



Enter memtwrshifl rtumber f if HpphcaJsle) or 
I NEW MEMBERSHIP FEE [ANNUAL UK 7 DO) 

'Llfiffl 



189.99 

THE WORLD S FIRST PCMCIA SLOT 
CD ROM ORIVE FOR THE AMIGA A120O, 




PAX* OF .0 SPECIAL HEStHVE 
3 i DSOO niSKS WTH LABELS* 
FREE PLASTIC FLIP TOP DrSK 6Q)( 

PACK OF M SPECIAL PEMF1VE 
3.i" DSDD OlSK$ WITH LABELS , 

DISK BOXES 

DISK BOX 3 5~ 1 12Q) 
LCCKA6LE. DIVIDERS , .. I 



..»*,«» 



SI 



MOUSE MAT WITH 

SPONOE BACKING 
4W 



MEtXA LIFE FILE DRAWLH 

S-TACKABLE DEKION. EASY TO ASSEMBLE. 

fOaOAPACirr 
M'OQKfl l* V* 

-jMiCAPACTYCDs 15.99 




SCART TVs AND MONITORS (free scartleadi 

SONY K vSl' 1UU 14" PET CQL04JFt 

SCART FJ.MONlTOH WH REMOTE CONTROL 

60CHAWi*L TUNING. **AH SCART fiPUT 

HEAOPHOHE SOCKET. TWO POSITICttTLr SLACK 

THINITRON SCnCEN. LOO» AERIAL. FREE SCART LEAD 

SONY*CVM1«0|GREYi 19A.« 

SONY KVM 1400 IWHITE) .. 194.99 

SONVKVM1A016LFASTEXT . JM,9t 

SNAHP 1J" COLOUR 

SCART TV.AJCNITOR WITH REMOTE CONTROL 

AD CHAANEL TUNING. REAR SCATT rjPUT. ON 

" BEEN DISFLAV ON<!F^ TIMER. FAEE SCAJJTlJEAD 

sharp \a' i74« 

FREE SCART LEAD 

=.TiT= AWli*, ulUO? :■( I i/,( "ATR'-'E in^Bfl £TJ/=i. 

MICRO VITEC 143B 
MULTI-SYNC MONITOR 

FOR WGA A I f»A4KB OR PC COMPl £It 

WITH STEBEO S^EAKEHS. D JS EOT PnCH 

HLSULUTIDN 15 PW ROB DIN PLUG. 

AMGA ADAPTOR Pl.jO INCLUDED 

Sy TS ALL AMIGA AGA AND ALL PC 

5CR*ENtfKlDE£T0SVGA 

1 YEAR WARRANTO „ , 11: I M 1 - 

DISK DRIVES 

EKTERNAL 3 i" DIFjX DRIVE FOR A>IT AMIUA 
W'H SON^,OTI2EN DRIVE MECm*NiSM 8MK 

fc*»aatted Quiet mgh DUALrrY sum i >ne 
ULSIGN.COLrAJR MATCHED ME T AL CASE 
AMD LOW REAOH CABLE 41.99 



litem. 



! item 



iter 



I 'If" 



Please use Nil* hax lo add any optional tax ctofcwY charge 
, 1 « CImi Pbh tap cer acasJ «iti a E1 a avmiorii tiartw^ 



I ALL PRICES INCLUDE UK POSTAGE* VAT 
|Chequ&''P.O., l AocessfMastercardySwhch/Vlsa 



CREDIT CARD 
EXPIRY DATE . 



SWITCH 
H55UENO_ 



[SAVE 
I £30 




Ctwquea payable l<>: SPECIAL RESERVE at 

P.O. BOX 847, HARLOW, CM21 9PH 

or FAX a credit card order on 0279 726942 

lnp.i|rtjiy OT mft.3uiTAa>iiiAd*riA7 i»yl y^l tw*nlalj».. PkutplWH wiw lDC»»ot* 
^jHdHl.idiv brim o^tertt Wa rwfvf UK irjhl Id tta™ pm*i iim afl»i •iltvjm ana 
nAWilslKn PRIULSCOHHECT ATTIMFdF COINS TO PHESS Si(i9*E »OE 
L _ hrw^'t^i"!^*- Lm ^ ^OuCh L+fKH. Tlw Mdboo. . E*Atri?)J»iBnrih. H?rij CWI 3PG 



WE NAVE WHAT TT TAKES 

TO BaJIlD a Qheat pc 



DIY PC 



PRICES INCLUDE 
VAT AWD CAPflAIOi 



486DX2. 66 4/0 TOWER BASE UNIT .„679.99 
♦ MICROSOFT DOS 6.2 AND WINDOWS 3.11 ...49-99 
SVGA COLOUR MONITORS FROM ... ... 1*9.99 

KEYBOARDS - 102 KEY FROM „. , 22.99 

CD ROM DRIVES FROM ... „,109.99 

INTERNAL IDE HARD DRIVES FROM .,.159.99 

4 MB RAM EXPANSION FOR PC 129.99 

MOUSE FOR PC 290-290O DPI ...... .„ 10,99 

SOUND CARDS FROM JUST , ... ... ...39.99 
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don't know how to break 
this to you, readers. I sup- 
pose the best thing to do 
is be strong and come out 
with it. Okay. Deep breath. - 
Here goes, I'm leaving. In 
fact, by the time you read this 
I ' IJ be long gone, and living a 
life of relative normality. For 
your information, I'm off to 
work in a smelly fish and chip shop just outside Bog- 
nor. It's hilariously titled 'Byron's Plaice' and has spe- 
cial discounts for OAPs and students. I've dedded 
that the life of a simple chippy is preferable to slog- 
ging my guts out on Britain's least popular Amiga 
games magazine. And ultimately more rewarding. 
Unfortunately, as from next issue, Andy will be 'Act- 
ing Editor'. This means he gets do amusing 
impressions of me, which will no doubt involve pin- 
ning his hair back a lot* Still, enjoy The One without 
me. If that's possible, of course. 
Goodbye for ever, 

Simon Byron, (ex) Editor. 



4 CONTENTS 

The only two pages in the magazine which list this 
month's features and where to find them. 

6 BOOT 5ECTOR 

You should know what this is by now, you goon. 

8 NEWS 

The latest global developments conveyed in para- 
graph-long segments, punctuated regu- 
larly and uproariously with the 
word 'pants'. 




19... DIAMOND GEEZER 

Games meister and semi-professional Scottish Per- 
son, Domini k Diamond popped into our local to 
shoot the breeze with Simon and Andy. Incautious- 
ly he revealed exactly what happened to 'that red 
jacket' in this full and frank interview. 




41 REVIEWS 

Loads of games have been put through our rigorous 
testing method this month. First, they were extract- 
ed from their packaging, and placed on the desk. 
Then, Simon, Andy, Matt and Harry thought of a 
number each between one and 25. The total of 
these became the overall percentage. It realiy was 
that simple. 

63 UPDATES 

Three full and throbbing pages containing 
everything someone who wanted to check out 
enhanced versions of games could possibly desire. 



12 WIN! 
GAMES AND 
VIDEOS! 

If only Virgin Interactive 
Entertainment was giv- 
ing away some movies as — 
well. Movies, Games and Videos, 
you see, Oh, I give up. 

14 LETTERS 

Yet more ranting, raving and patron- 
ising from you, by you. 

26 WORK IN 
PROGRESS 

The Amiga dying? Pah! Just take a 
look at the vast number of games 
currently being developed and you'll 
discover that it's merely quite ill. 







ALADDIN.. ..40 

Virgin Interactive revitalises the flagging plat- 

/ form genre with this stunning Disney licence* 

yr Read all about it in our totally and utterly 

•l is 



EXCLUSIVE review. 







GAMES FEATURED IN THIS ISSUE 



CANNON FODDER. ...26 

It's Setisi! And this time it's war! Again! Pack up your troubles in your old kit 

bag, smile, and allow your eyes to gently caress our (not exactly) EXCLUSIVE 

Work in Progress, It's the most in-depth and up-to-date Cannon Fodder 2 

preview you'll ever read! 

ajT 








66 REPLAYS 

No, we're not going to review Rorke's 
Drift again. Even if Matt insists. 

68 KILL ZONE 

An unbelievable amount of pointed things 
to prod you with this month, including a 
huge and lovesome Theme Park players' 
guide, the complete Litil Divil solution, some nice 
Kid Chaos cheats and more help with Benefactor. 
Plus, many, many more. Tips. 

88 PD ZONE 

It's a Zone! And it's got PD in it! ft's the 
same as ever — and yet completely 
different. 

90 WIN! EVERY 
MANGA 
VIDEO EVER 
RELEASED EVER" 

I think that just about says it all, 
really. Apart from, possibly, Wow! 

94 RECOMMENDED 

This is the bit at the back where 40 of this 
year's best games line up nervously against a 
big wall and cough in turn while we cup their 
private bits, 

98 NEXT MONTH 

Next month's issue will, intriguingly, be dated 
December. So no doubt there'll be loads of 
Christmassy references in it, even though you, 
our beloved readers, will be able to buy it in 
November. Clever eh? 
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ALIEN BREED: TOWER ASSAULT 



BUBBLE GUN 



CANNON FODDER CD32 



CANNON FODDER 2 



CHARLIE J COOL 



FIFA SOCCER 



FOOTBALL GLORY 



REVIEW 






REVIEW 



REVIEW 



GUARDIAN 



i 



IMPOSSIBLE MISSION 2025 CD32 



KING OF THIEVES 



LEGACY OF SORASIL CD32 



REVIEW 






REVIEW 






REVIEW 



REVIEW 



REVIEW 



i ' AH 



REVIEW 




PREMIER MANAGER 3 



ROBINSONS REQUIEM 



RUGBY LEAGUE COACH 



SIMON THE SORCERER CD32 



REVIEW 



REVIEW 



IEVIEW 




At last it's here! The footy 

game with a difference! Ah, 

but is it any good at all? 

Andy Nuttall comes over all 

frothy at the prospect. 





BOOT SECTOR 




ALADDIN 



LOADING 
YOUR DISKS 

1. Unsheathe the mighty sword 
that is your chosen cover disk. 

2. Slice, once, twice, three times 
a lady, and indeed, yea verily, 
inserteth it in thon drive. 

3. Forsooth, the selected demo 
shall load forthwith, squirting its 
many prong'd seed long into the 
fleshy tubes of thp 
heavenly Godde 
Amiga. 

4. Rub thy tickling 
prongs and huway! 



Virgin (A1200 only) 



IS 
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Sop with camel???? 




FIRE Uij. 
sword/ 
throw 
apple 



UP 
Jump/Climb 

rops- . 



LEFT 
Run 
left. 




BIGHT 

Run 

right. 



down Duck/descend 
rope/wittl fire far low jab. 

OTHEW KEYS: Space — Toggli 
between apples and sward. 



Time once again, moth inks, to 
roll out the age-old Boot Sec- 
tor classic sentence: "This is 
the best demo we've ever had!" Ah, 
that feels good... 

Yep, having consistently brought 
you just about the best damn demos 
of all the Amiga mags in the last 
twelve months, we step that little bit 
nearer perfection with this little 
number, one of the most accurate 
conversions ever — Aladdin. 

Just in case you didn't see this 
superb Disney animated film, 
Aladdin was quite simply brilliant, 
combining good old uncle Walt's 
finest tricks with some modem com- 
puter jiggery-pokery to produce one 
of the finest features to date. Weli, 
thanks to those clever chaps and 
chapesses at Virgin and Disney Soft- 
ware, you too can now run, jump 
and generally Aiaddin-'it-up' a bit. 



if page forty two's 
enormous review 
isn't enough to con- 
vince you that this is 
a brilliant conversion 
(I've never seen 
young Byron so 
excited} then a quick 
muck around with 
this full level demo 
should SOrt you out, 
you unbeliever! 

The basic idea 
behind this demo is 
simple enough; 
just make your way 
through the level, avoid- 
ing bad guys and harm- 
ful objects V obstacles 
while collect in' gems, 
shiny red apples, and vari- 
ous helpful icons found 
along the way {more on 
those in just a mo'}. 

As Aladdin, you're able 
to run, jump and duck, as 
well as swing in an attractive 
fashion along any washing 
lines found along the 
rooftops of the 'happy' Agra bah 
Market. You'll also find that a tap- 
pity-tap on the fire button gets your 
sword a'choppin' or, at the touch of 
the space bar, lobs apples at anyone 
nearby. To cut a long story short, it's 
all just good old-fashioned platform 
fun, filled with crumbling pillars, 
ropes to climb etc. 



Along with the many rosy apples 
which must be collected to replenish 
your supply, you'll find a number of 
sparkly gems which can be collected 
and used to barter with the hatchet- 
faced shop-keeper found at the end 
of the level. Though not particular- 
ly useful in this single level demo, 
you can buy either extra lives or a 
wish by standing in front of your 
choice and pressing up — if you've 
got enough gems, of course! 

You'll see your inventory in the 
top right corner, showing the num- 
ber of gems, apples and lives cur- 
rently held, and you can also see 
whether you have the sword or 
apples selected as your weapon 
(toggled with the space bar, did I 
mention?}. Your score and heaith are 
also shown in the top left, with the 
sands of energy gradually running 
out as you have more collisions with 
nasty fellas. 

Other icons to be collected 
throughout the level include restart 
points shown as vases, 'smart 
bomb' magic lamps, blue 
extra health hearts and 
genie bonuses which give 
.access to a small sub game 
it the end of the level. Here 
you must stop the ran- 
domly-switching icons 
to collect either gems, 
ives or apples, but 
should you pick 
the evil Jafar it's 
game over. 
Man, (Sigh). 
Other than the above, there's not 
much to say. It's all just brilliant plat- 
form fun, though 'as a friend', I 
would advise you to take your time 
and enjoy the excellent animations 
[this isn't Charlie J Coot you know!). 
Have fun! 




BOOT SECTOR 



Matt Broughton may have spent most of this issue on the sun-kissed 
beaches of Tenerife, that doesn't mean he gets out of writing about 
this month's coverdisks. Lucky sod. "Pass the Aftersun would you." 
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IRGIN (A1200 onl 




JUIBRYO 

Black legend 






ALTITUDE — 
altitude. 



WEAPON — Currently 
selected weapon. 



AM MO — The numbers 

show how many 

bullets, missiles etc. 

you have on either side 

of the craft. 



MESSAGE BOX — Lets 

you know about dam- 
age, targets destroyed 



DAMAGE DISPLAY — 

Green shows slight 

damage, while red 

means dead. 



RADAR — Enemy units 
are green jnd red, huh 

lets are while, and 

you're slap bang in the 

middle of it all. 



HEADING — Er. 
heading. 



EAABRYO 

Black legend 



SPEED — Oh this is 
just getting silly! 
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UP 






Nose down/with RMB to 
accelerate. 




LMB 




RMB 


Click to fire the 
selected weapon. 


v I 


Click to cycle 
4 weapon/hold with 

up and down tor 

speed. 
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LEFT 

Turn left. 




RIGHT 


Turn right. 




AMIGA 






DOWN 






Nose up,' with RMB to 
decelerate. 





To say that Embryo is 1. fast, 
and 2. furious, is a bit of an 
understatement, so load up 
this little darlin' right now and let's 
get cracking f 

Have a quick gander through the 
options screen and set things up as 
you'd like them. I won't patronise 
you by going through them all, but 
needless to say that if you feel the 
need to speed things up or slow 
them down, you want to be looking 
at the detail levels etc. 

Each mission has a briefing screen 
giving details of the specific targets 
on that particular map, but of course, 
how direct you are is up to you (if 
you fancy taking your time and get- 
ting into tons of fights, that's your 
prerogative!) 

The radar is about the most impor- 
tant thing you've got (apart from 
weapons, obviously) so keep 'em 
peeled for any hostile tanks, guns, 
aircraft etc. Other than that, it's all 
in the wrist! 



The Small Print Bit. 

1 , Whilst we here at The One make every effort to check the coverdisks for all 
known viruses, we can accept no responsibility for damage caused by viruses 
which may have escaped our attention. 

2 , The One and its retailers are not liable for any unnotified changes to the con- 
tents of the coverdisks which may occur. 



WHOOPS!! 



Due to the large number of duplicate disks made, the occasional one can 
be a bit of a Nuttall. If you're unlucky enough to get one of these, please 
except our humble apologies, but PLEASE DON'T SEND THEM TO US! 
Instead, send then to this address, along with an SAE for 28p; 

The One Coverdisk Returns, 

Diskxpress, Unit 7, Willow Court, Bourton Industrial Park, 

Bourton-On-The-Water, Gloucestershire GL54 2HQ 

Once you've done this, think about Kylie and wait until your replace- 
ment disk arrives. If you think that your problems can be solved down 
the phone, (no personal ones please) call the Diskxpress helpline on 
(0451 ) B1 07SS between 1 0am and 5pm on weekday*. He deals the cards 
as a meditation, the Icier he plays never suspects. He doesn't play fqry 
the money he wins, he doesn't play for respect, / 
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COMMODORE HITS NO NEVUS 




The One can exclusively reveal that Commodore is still, sensational- 
ly, suffering a 'severe lack of news'. A company spokesperson said, 
"We've got no news" and hung-up on our reporter, emphasising just 
exactly how little news there truly was. When our intrepid newshound called 
back half-an-hour later and asked if anything had happened since the pre- 
vious conversation, the answer was, incredibly, "no, nothing at all." 

We then engaged the services of a psychiatrist, who coaxed Commodore 
from the fence for a 'chat'. Unfortunately, the famously suspended com- 
puter giant would only say: "...the management have told staff that 
though they'd prefer things to progress a bit faster, they're satisfied with 
the situation." Although this pathetic statement hardly warrants reporting, 
it became apparent, as time's winged chariot drew on, that The One had 
caught a nasty virus from Commodore, and was also suffering a 'severe 
lack of news'. 



DAZE MAKES AN 

IMPRESSION 

Impressions Software, the company 'Committed to Excellence in 
Strategy Entertainment', has decided to make itself a bit "more vis- 
ible" 1 in the marketing department by handing all of its forthcoming 
titles over to seasoned pros, the aptly named Daze Marketing, Having 
successfully represented such developers as Si Im arils over the last few 
years. Daze will be handling the new Impression^ titles; Breach 3, High 
Seas Trader, Lords Of The Realm, and Front Lines. 

Front Lines is due for release on the PC this month, with the Amiga 
version following on in early 1995 at £34.99. This tactical, turn- 
based hex wargjme boasts such features as eighteen types 
of near-future military hardware, along with a 
full scenario builder and unit editor — not 
to mention full animated move- 
ment and combat. Just to end with 
one of Impressions' glorious 
quotes, "Front Lines looks set to 
be the finest war game yet". 
Oh really. No, go on. 

I don't harbour any 
desjre whatsoever to 
caption the: 





MANGA MANIA 

RELAUNCHES 



The only British title to fea- 
ture top Japanese Manga 
comic strip s. Manga Mania, 
has undergone a major revamp 
with its November issue (No 16, 
on sale now). It will now 
carry full-colour sections 
on higher quality 
paper, and will be per- 
fect bound as 
opposed to saddle 
stitched (fact fans). It 
will continue to hold 
126 pages of Manga 
action every issue, with its 
cover price remaining at £1.95. 
Gosh, etc. 

A new colour strip debuts in this 
issue called Bubblegum Crisis, 
which tells the story of the beau- 
tiful Knights Saber — four girls 
who tackle crime in Mega Tokyo by 




MANGA 



V^ 



donning their robotic Hard suits 
(well any story featuring such 
phrases as 'beautiful', 'four girls' 
and 'Hard' certainly warrants two 
quid in my book!) 

In addition to the strips, 
every issue of Manga 
Mania carries a com- 
plete guide to the lat- 
est Manga video 
releases, plus reviews 
of new titles, inter- 
views with top artists, 
and the very latest news 
on Manga and Animefrom 
all corners of the world. Not that 
the world has any corners, because 
it's a globe you see. Some of our 
cleverer readers may have noticed 
that this story is not strictly Amiga- 
related, but we know how much 
you like this sort of thing. 



FOR A BIT OF OCEAN 

rench international conglomerate Chargeurs, whose main 

media interests include film production and distribution, 

cinema, television (including a stake in BSkyB), and the 

\ development of interactive educational programs, has acquired 

\ approximately 24 percent of UK 'interactive entertainment' 

group Ocean's equity. 

Ocean's products, which involve input from a team of 
designers, artists, programmers, musicians and quality 
testers can take anything up to eighteen months to perfect, 
with development costs (especially with CD-ROM titles) rang- 
ing from 5250,000 to 32 million. (Really? — Andy.) 
The Ocean group, founded eleven years ago, now has sales 
of around $90 million, exports 70 percent of its product and 
employs more than 140 staff in Manchester, Paris and (do you know 
the way to} San Jose, California. This big cash injection will be used to 
launch new products, as well as enabling the company to further expand 
its sales and marketing operations in Europe and America. 

Ocean Group Chairman, David Ward, said: "This investment gives us 
the creative freedom to redefine the boundaries of 'Tomorrow's World' 
technology." And with quotes like that you have to wonder what on 
Earth this story is doing in an Amiga magazine. 
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riytjri*? who remembers our fascinating report on Gepro's won- 
drous protective spectacles in our July issue, will no doubt be 
, overjoyed to hear that prices have been slashed. 
As part of a special Christmas promotion, the manufacturer has 
reduced the price of both the standard and the clip-on versions by a 
healthy eight quid, With an attractive 23 percent blue tint that (alleged- 
ly) completely blocks harmful ultraviolet and electromagnetic rays, these 
superb goggles greatly reduce eyestrain, increase your working efficien- 
cy, and, er... make you look quite silly. 

The standard specs are now available for £24.99, while the dip-on ver- 
sions are £21.99. You need to add £1,99 for postage and packing, but 
you'll also receive a free pouch and safety lanyard (which, Harry informs 
me, is a rope used to moor a boat with, But he could be wrong). 

Anyway, should you fancy a pair (f'narr) contact Gepro (UK) 

^^^at this address; Dept 53, FREEP05T MB 1927, Keston, 
Kent BR2 6BR. Alternatively, you can call them on: 
L 0639 851206. 
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The division of Time Warner Interactive, 
previously known as Atari Games, has 
just unveiled a new project that it 
hopes will be next year's Mortal Kom- 
bat. Temptingly momkered Primal 
Rage, what makes this 
taeat-'em-up different 
from anything seen 
before on the Amiga is the 
animation technique. The game's digi 
tised dinosaurs, giant apes and reptiles have all been rendered with a 
new clay modelling process designed to give the impression of "realis- 
tic and life-like character motion". Apparently. 

Appearing on the CD32 only (as far as Amiga owners are concerned) 
Primal Rage will also feature the new Cage 'Total Immersion Audio' sys- 
tem that provides stereo sound, serving to "punctuate the high-impact 
game play". Hmmm... 

The producers are obviously confident that the graphic style will carry 
the game, and have employed the talents of Pete Kleinow, a veteran 
stop-motion animator whose long list of credits include projects as 
diverse as Gumby and Anmy Of Darkness. 

Time Warner is promising that Primal Rage won't be like any 
humanoid fighting game. We will bring you a full report soon. 




Though some would say the charm of the Lemmings games has 
much to do with their diminutive size, they're about to get big- 
ger. Ves, the next chapter in Psygnosfs' book is about to be writ- 
ten, as the AM Wew World Of Lemmings nears completion. The game 
boasts substantially enhanced sprites — with those little green-haired 
chaps now sporting the traditional costumes of their individual 
Tribes; Egyptian, Classic and Shadow. 

At! New World Of Lemmings follows the three tribes as they 
try to colonise twelve islands. For the first time they'll 
have to face bad guys, and rescue trapped 
Lemmings from each hazard-filled level. 
The somewhat bewildering array of Lemmings skills has been stripped 
down to "a core of essential abilities for more instinctive payability," 
(it says here) and Psygnosis is confident that this will be the definitive 
Lemmings adventure. Things should start arriving for the Amiga 
November, so watch this space. 
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NEWS IN 



• Games fans: planning a 
holiday ? Don't go to Egypt 
whatever you do. As well as 
eating with their fingers, the 
Egyptians have now closed 
down all the games arcades. 
Well, they have in Western Cairo 
at least. Concern about moral 
decay is behind the decision, 
although the authorities say 
they're worried about kids' 
pocket money. So now you 
know. For moral decay, get 
down to Margate. 

'...Quite why anyone would 
want to listen to anything other 
than the sheer, lovable anarchy 
of Radio 1 I don't know. 
Nevertheless Virgin Megastore 
has now launched its own radio 
station. It's sponsored by Twix, 
and will broadcast via satellite 
across every one of its branches 
in the UK and Ireland. Just one 
question. How can you 
broadcast games? 

...Mouse not loud enough? 
Worry not. Logitech has just 
launched a range in green, blue, 
yellow and orange. And each 
one comes with a blirtdingly 
gaudy mouse mat. Use them 
with Zooi and risk permanent 
eye damage. 

i.. .Is your Amiga just too much 
fun? Do you demand more 
educational games? Are you 
concerned that younger brothers 
and sisters are not getting 
enough musical stimulation 
from your AGA chips? That's 
amazing, because two new 
products covers each of these 
pressing areas. LCL's CD Micro 
French is the first educational 
title for the CD32, while 
WindShadow Software's Making 
Music with Bertie Bunny, for 
floppy Amigas, will keep 
youngsters occupied for hours. 
How ever did Beethoven cope 
without it? 

• ...Spare a thought for Sega 
users when you're playing Rise 
Of The Robots this November. All 
Sega versions of the super-hyped 
beat-envup have been pulled 
until Easter, while 3D0 and SNES 
versions are in the balance too. 
v Meanwhile the Amiga version 

\is all set to ship. Our 
linsirvcerest commiserations. 



CONF 

A row has broke 
first Encounte 
a cut of the a>< 



ATI ON 



A row has broken out over the newest Elite derivative. Frontier: 
First Encounters. It seems that Elite's co-author Ian Bell wants 
a cut of the action, even though he was not directly involved 
in making the latest game. Apparently Bell is considering whether to 
take legal action, but his old partner David Braben believes he has hon- 
oured all his commitments. If there is no case then Frontier: First Encoun- 
ter* will be released by Gametek in late November, Its got quite a lot 
to live up to, given that Frontier sold 200,000 on PC and Amiga earlier 
this year; and it was also Live And Kicking' s game of the year. That's 
got to be good because Andi Peters spells his name so brilliantly, 



GAAAETEK GOES 
TO THE AAOVIES 

The unstoppable rise of the Video CD format shows no sign Of slow- 
ing. Now Gamete k has jumped athwart the Video CD rollercoaster 
by launching Gametek Cinema, a series of films which you can play 
on your CD32 if you're lucky enough to own a digital video module. 

The new label will feature 30 titles by Christmas. Among the first batch 
will be the entertainingly tacky Troma Studio collection of Toxic Avenger 
and Oass Of Nuke 'Em High. For the more serious film buff there's Fritz 
Lang's Metropolis — you know, the one with that robot bird. 

Later Gametek will follow up with Kidstuff Cinema, which will put out 
full-length animated films such as Wind (n The Willows. 

Elsewhere a company called CD Vision is also preparing to pump up the 
Video CD balloon, it has got tons of stuff in its catalogue, because it used 
to be a video company. Highlights include The History Of Soccer. 



( — ) Theme Park 
<EA) 

2 {1) On The Ball 
(Date) 

3 {2) Kick OH 3 
I'Ancoj 

4 (— ) Club Football 
{Software Business) 

£ (H UFO 

(Micro Prose} 
$ {5) 5 kid marks 

{Acid) 
T {4} eneath a Steel Sky 

{Virgin) 
8 {7) Tactical Manager 

(Black Legend) 
(6) World Cup Year '94 

(Empire) 
|(B) Sensible Soccer Int 

(Renegade) 



ELSPA WAGGLES 

ITS CHARTER 

The European Software Publishers Association (ELSPA), the trade body for the 
consumer software industry, is currently in the process of printing up some two 
million copies of its new leaflet, entitled A Parents' Guide to Computer and 
Video Games. It hopes the flyer will give parents more information about the pas 
time that has smashed conkers (thanks for the gag tip Haz!}, 

The leaflet has been sponsored by both Sega and Nintendo (Commodore was in 
the bath when they rang, presumably) and examines the benefits of computer and 
video games, looking closely at the issues of addiction and violence, and explaining 
the findings of the Governments'* enquiry into games and epilepsy. It also runs 
through the system of self- regulation which the industry announced in February 
1994. Under the system all members of ELSPA have been including an age suitability 
sticker on their products since September 1st. 

Meanwhile The Games Players' Charter is being launched to coincide with the 
beginning of the Christmas sales season, which normally accounts for a whop- 
ping 60 percent of all game sales. The charter has three components: commit- 
ments to parents from the members of ELSPA (which includes the majority of the 
computer and videogames industry); advice to parents; and a checklist of guide- 
lines for games players themselves. 

Says Mark Strachan, chairman of ELSPA: "Sadly, unlike previous generations' 
toys, such as model trains or dolls, parents tend to find computer games com- 
plex and inaccessible. As a consequence they have tended to view them with 
a certain amount of unwarranted suspicion. This is why we're introducing the 
Charter and the Parents' Guide — as further reassurances to parents." 

The guide will be distributed via major high street retailers who have 
agreed to help implement the system of self-regulation. The One telephoned 
a certain 'Mr Hill' for further comment and was asked "How do you spell 
your name again?" Crazy huh? 
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One of 10 Aladdin 
Game and Video 
double packs — 
worth £45 each! 
Courtesy of Virgin! 




We've gone Ahddtn bonkers 
this month! It's on the 
cover, on the disks and in 
the reviews section (see page 50), It's 
affected us all. Simon's announced to 
the world that he's off to live in a 
lamp, Andy keeps sitting on a worn- 
out bit of carpet waiting to be 
whisked into the air, Matt's trying to 
get bits of rope to rise by playinq his 
bass guitar at thenn (poor lad) and 
Harry's, en., moaning. He doesn't 
exactly appreciate the magic of Dis- 
ney, The miserable git- 

And now, thanks to Virgin, we're 
able to offer 10 lucky, lucky, lucky 



readers the chance to 
win a copy of the 
video AND the 
game, so you can 
go completely 
bonkers with us. 
The game's 
A1 200- only, so 
bear that in mind 
when entering, 
but the video is 
available on VHS, Beta 
max and Video 2000. Please 
state which format you prefer on 
your entry form, but remember that 
we'll send you a VHS one anyway. 



With all our 
compliments, of 
course. 

AH you have 
to do to stand a 
chance of win- 
ning a game and a 
video is spot the 
five subtle differences 
between the two pictures 
shown here. Jot the squares they're 
n on a postcard, and send it in to: 
Aladdin Compo, The One, 30-32 Far- 



ringdon Lane, London EC1R 3AU to 
arrive here by no later than Decem- 
ber 28th 1994, The first 10 correct 
entries pulled out of the hat 
after that date will 
each win a video 
and a game. The 
Editor's decision 
is final — if 
they've found 
an Editor by 
then that is. 
Tee, hee, hee. 
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"H'j more Ihan d straight Night sim:. 

DID. have emulaled muMi million dollar 

flight simulators. When you play TFX Ihe first 

thing that tills you is Ihe detail of Ihe landscape.. 

over seven million square km appears on screen, 

with hill:, roads and mountains all in the 

right place." THE EDGE 

"Ihe graphic detail is quite superb, with stunning 

visuals and strong sense of image, TFX is quite 

often like watching a movie... when I first saw TFX 

my jaw dropped so lar it took me 15 minules to find 

it again! It's fast, good looking and fun," PC REVIEW 




Tactical Fighter Experiment... the only 

choice worth making where state of the 

art Flight simulation is concerned. 

Take control ol one of three ol the finest 

aircraft money can buy: 

EurolighlerZODQ 

Lockheed F 22 

Lockheed M17 Stealth Fighter 

TFX... a simulation at the culling edge of 

aerial combat enhanced by unprecedented 

in depth research and authentic tlight detail. 

Take on the missions... fight for peace. 

Ml G A U DO CD32 
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LETTERS 




This is the last time ever that Simon will be able to respond to your moans and 
whinges with typically sarcastic and childish replies. From next month, 
Andy will be Acting Letters Answerer so send your insults (containing 
as many swear-words as possible) to: Letters, The One, 30-32 Farringdon 
Lane, London EC1R 3AU. And, just for the record, the last word that 
Simon will ever write in this mag as Editor is: pants. 
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and to be honest, let's face 
it you're not, so don't try to 
be, stick to what you do best 



"A SERIOUS 

LETTER" 

Dear Sirs. 



$/ 



V*^ 



Amiga's coffin 

In response to your big feature on 
the CD32-only sequel to Microcosm, 
Nova Storm, you will already be 

» aware I suppose that Psygnosis have 

\ /"""" *N J now dropped this game, but from 

\Y V/ the CD32 only! ! All other formats wil I 

B^__^fl still go ahead. Now why don't you 

print that?? Answer,, you are either 
kidding yourselves or CD32 own- 
ers. 

As for the A12Q0, this Is an 
Firstly, this is a serious letter, with excellent machine which still 
some serious criti seisms, so there's has considerable life left in it, 
no chance of you printing it! Nev- and will, I believe, continue to 
ertheless, as I have bought your produce some excellent games, 
mag for years, I may as well voice such as Banshee. Putty Squad 
my opinions with you, and Super Stardust Developers 

What a disaster this year has will continue to support this 
been for Commodore! After the machine due to its established use r- 
A6O0 cock-up, we were given the base, which leads me to something 
excellent At 200 and the dodgy which really made my day in Octo- 
CD32, both of which failed to sell ber's issue in the preview section of 
like they should/ your mag. I am referring to the pre- Ohdear. Usually we like to print 

Let's face it, however much you view of a game called Fink and some these git' fetters in frank and full 
rave on about it, just look in an comments made by Its developers, detail, but unfortunately we have had 
objective mag, or the industry in Fink, they said, is CD32 only to extract one or two of the wilder, 
general and you soon see how the because the Amiga user base just fibril ous accusations* made by 'Mr 
CD32 is really regarded, it's dead. If isn't there. Ha! And the CD32 151 I Smith' against past and present man 
it was to survive, the A12QQ CD don't think so! Still, I would be sur- 
add-on should have been released prised if this game ever does actually 
immediately, instead it wasn't, the make it to the CD32 anyway, 
result being Commodore's two Finally, some criticisms on your 
main machines competing against mag. For God's sake change the 'Let- 
each other instead of rival compa- ters Page*, all your readers are not 
nies such as Sega or Nintendo. aged below 1 5 years, hence the total 

The idea of a [management)* waste of time this section is, even if I 
buyout of Commodore U It is a joke was below 1 5 I wouldn't find your 
and would be the final nail in the letters page funny, because it isn't 




(ie review games) 
I P and leave the jokes 
to the comedians. 
j Oh and drop crap* 

' py features that 

don't mean any- 
thing, you seem to 
be struggling to fill the 
mag these days, why not 
drop such features, fire a few 
people and save on overheads? 
Kind regards. 

Mr / Smith 
Stoke-on-Trent 



agement at Commodore. Sony folks, 
I realise that this means you can't 
fuily understand just how 'out of his 
tree' our Smithy /s — but our legal 
people are quite strict. Oh yeah and 
why-oh-why do cranks always begin 
their fetters by saying we won 't print 
them? It's not a clever piece of 
reverse psychology is it? Dob, we've 
gone and f alien for it again! 



Daaaaaamn! 

Despite what you say 'J', The 
A600 and A120Q have sold rather 
well And the CD32... weft, there's 
afways Christmas. (Er, no there 
isn't actualfy — Santa.}. 

And just by way of scoring a 
few cheap points :'Q' is a serious 
fetter, Mr so-called Smith, as is T 
and also, T. Now, 'J' is widely 
acknowledged to be much more 
frivolous, and 'P' — well it's simply 
redolent with comic potential isn't 
it — witness the wards 'poo' and 
'pants'. I find these words funny 
and i'm not 'below 15', whatever 
that's supposed to mean, Unless 
you mean feet. As in height, fn 
which case everyone is 'below 15', 
including you 'J', you loony, 

And Fink? Fink? To what do you 
repeatedly refer, Mr not-qutie-SO- 
clever-after-alt Smithl Flink per- 
haps? That's with an V. 

As for leaving humour to the 
comedians, whom did you have in 
mind? Jim Bowen? Les Dennis? Or 
perhaps The Krankies? You see, 
you sad old sod, humour is a per- 
sonal preference kind of thing. As 
I always say: 'You can take the one 
out of the humour but you can't 
take the humour out of The One'. 
Because it won 't work, Still, I don 't 
s'pose you ever telf jokes do you 
'J'? You're too busy being one. 
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"I WILL NEVER BUY 
THE ONE AGAIN" 

Knowing me: Angus McShaggis, avid 
reader of The One from Scotland 
(honest). Knowing you; Simon Byron, 
The One. 
A'haa 
Dear Mr Byron, 

Commiserations on no longer 
being the least popular Amiga 
games mag, but congratulations 



on being the funniest and wittiest. 
At the same time, I would like to 
complain about the coverdisks and 
cover lines on the October issue. The 
blatant bias toward the Sensible 
World of Soccer coverdisk demo 
clearly demonstrates The One's lack 
of editorial integrity and honesty; to 
put a large arrow and the word 'bril- 
liant' in fluorescent orange pointing 
toward the Sen si demo is quite dis- 



graceful and shows downright 
favouritism. And this is not the first 
time I have noticed The One showing 
these disturbing tendencies. 

It seems quite obvious to me that 
an even bigger arrow in a much 
brighter orange should have been 
pointing at the Alien Breed Tower 
Assault demo which I genuinely 
(hand on my thumping hearty 
thought was much more fun to play. 



I have a good mind to write to Team 
17 and tell them just how,., just 
how,,, ooh... annoyed, yes annoyed, 
I am! 

I hope my morals and efforts to 
make The One a better magazine are 
taken seriously and, in future, that 
you show a little more balanced edi- 
torial. If you don't listen to me, l will 
never buy The One again and I'll tell 
all my friends not to and tell them to 



■ 




tell their friends. And then you may 
be the least popular magazine again. 
So. mm. 

Yours assertively (but quite ner- 
vously at the same time), 

Angus, 
Scotland. 

A-haa to you, Aian Bunker or Marcus 
Dyson from out of Team 1 7. Yes — i 
know who you are! I've compared 
fax headings and discovered that 
even though you've programmed 
your fax not to display its number, 
the styles are the same. So 'mm ' to 
you too. 

"AND PUS SQUIRTS 
OVER THE GLASS " 

Dear The One, 

I would never normally bother writ- 
ing to your s**t magazine because 
no-one actually buys it to read my 
opinions (No, really? — Andy.), But 
this time is different. I have a per- 
sonal, and rather emotional problem. 
The reason I'm writing to you is 
because no-one else buys your mag, 
therefore I know people won't laugh 
at my problem because they won't 
know about it- 1 nearly wrote to Just 
77, but being a boy and all, I would 
look, well, stupid if I bought it. 

You see, it happened a few years 
ago. It wasn't my fault. It just hap- 
pened, from out of the blue. It start- 
ed when this large zit, filled with pus, 
appeared on my cheek. This, as you 
can imagine, was bad enough. But 
then another appeared and by this 
time I was devastated, I couldn't 



sleep or eat. In fact, I turned anorex- 
ic and even resorted to locking 
myself in the bog for days. No-one 
cared. It got so bad that I had to put 
a brown paper bag over my head 
and sing in a croaky voice in the mid- 
dle of the street. Now, though, they 
are disappearing, I kinda miss pop- 
ping my zits. Especially the bit where 
you pop them in front of a shiny mir- 
ror and pus squirts over the glass and 
smears if. I want my zits back. I'm 
not me without them. I've tried 
spreading vegetable Oil over my face 
and even cream cheese — but I've 
had no luck. I've even started eating, 
and now weigh over 19 stones. I 
used to weigh five. Plus J to top this, 
I now go straight to sleep and miss 
the late night TV programmes. 

Vou may think this has nothing to 
do with my Amiga. But it has. Since 
my zits went, I've stared 'doing 
things' with my Amiga. I try not to, 
honest. It just happens sometimes. 
Please help- I want to die. You will 
help, please. I wear a multi-coloured 
anorak with special interlocking 
sleeves. So there. You must help. 

Yours faithfully, 
Bobster. 
There, there, Bobster I understand 
what you must be going through. 

"I THOUGHT PEOPLE 
WERE MORE 
EDUCATED" 

To Simon Byron, 

I'm doing something I don't like 
doing: complaining. But I feel I must. 
It's about your Staff Writer Matt 



Broughton. I'm a 35-year-old married 
man with two children: Becky, 15, 
who has cerebral palsy, and Ryan, 
aged 10. 

We all love The One. We've got 
every copy and we love the disks. 
Why does Matt have to stoop so low 
as to use the word 'spaz' . Believe me, 
it's looking for cheap laughs. It's hard 
enough struggling through life with 
a disability. I thought people were 
more educated. So please let's have 
less of it. Now, I'm not going to be 
silly and stop buying The One 
because it's a great mag. I just want- 
ed to put my point forward. Thanks. 
Mr. Rich Collins, 
Leamington Spa. 

P.S. We've all got some kind of dis- 
ability. I wear glasses — get my 
point? 

It's not only Matt who's guilty of 
using this word, Rich, and to be hon- 
est with you I've been expecting a 
complaint since it first appeared. But 
to suggest that we've been using the 
word maliciously would be inaccu- 
rate — there's absolutely no way In 
the world that we'd intentionally 
offend someone with a disability. 
Indeed, we don't even consider 'spaz' 
to mean 'spastic' in its strictly medi- 
cal sense, as you seem to think. It's 
like the word 'bugger'. We ail know 
its literal meaning, but when we say 
'bugger off", we mean r go a way', not 
well-. . I think you know what I'm say- 
ing. Insults, by nature, are offensive- 
Cm surprised that we haven't had any 
comments from Welsh people about 
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the things we say about Andy. It's all 
just childish banter. We don't mean 
anything by it. 

"SO ENCLOSED IS A 
NICE PICCY" 

Dear The One, 

Seeing as piggy Bjork probably 
doesn't read The One, she can't 
answer back to all your constant 
Bjork-bashing. So enclosed is a nice 
piccy showing her getting to all the 
revenge which she deserves. Even if 
she does look like a popular farmyard 
animal .Yours Bjorkinyly, 

Grant Osbourne, 
Hardwick. 



"IF YOU'VE BEEN 
READING CU AMIGA 
RECENTLY" 

Dear The One, 

Looking through my back issues of 
The One, I stumbled across the Trex 
Warrior disk instructions. Seeing as I 
barely looked at the disk the first 
time round, I decided to boot it up. 

After a week of intense playing, I 
have now completed the game, and I 
can say that it is brilliant, and has 
probably been vastly underrated by 
the majority of The One readers. 
Okay, so the first level is fairly boring, 
but some of the later levels are 
action-packed and quite imaginative- 
There' s even the odd bit of humour in 
there, too. It may have helped that I 
was running the game on an A1 200, 
but the sure even standard Amiga 
users would enjoy the game. 

On another subject, the design of 
The One is almost perfect, but admit 
it — you probably hate laying out 
such a fine magazine on bunch of 
childish toys (look at single-button 
mouse and user-interface!). I am, of 
course, referring to the Apple Macin- 
tosh. If you've been reading CU 
Amiga recently, you will have heard 
about PageStream 3 — a DTP pro- 
gram with over 50 features not avail- 
able in XPress 3-3 or PageMaker S. It 
also utilises the Amiga's 'dreamy' (if 
you can call it that) operating system, 
which means unlimited undos, redos 
and documents and, of course, a bev- 
elled and streamline display, 

You see, the Amiga, as well as 
being the greatest games machine 
available, also happens to be the 
most powerful serious computer, 
tool Yours sincerely, 

Nathan White, 
WalsalL 

Clad you enjoyed Trex Warrior after 
ail these months, Nathan — let's 
hope our other reader takes note and 
digs out his copy of the August 1993 
issue. As for your comments on 
Apple Macs, well, these comput 
ers have become the most wide- 
ly-used machines in the maga- 
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nne publish- 
ing business, so 
* to use something 
'&df e&e would throw 
up ail kinds of 
incompatibility prob- 
lems. 

"A SELF-ABUSER" 

Hi Folks. 
Daniel Hobbins, ('Git of the 
Month' Oct 94). 
Won't get any hug gins. 
Unless the 1 lady is blind. 
He likes Cliff hanger. 
So is therefore a self-abuser, 
But never once plays with his mind 
OH. 
Byeeee, 

Tony Pickering, 
Lincoln. 



'Cottteston, Cottleston, Cottleston 
pie, A fly can't bird, but a bird can 
fly, Ask me a question and i reply: 
Cottleston, Cottleston, Cottleston 
pie', (W. the Pooh), 



"PLEASE USE YOUR 
INFLUENCE " 

Dear The One, 

I am writing to you in the desperate 
hope that you will be able to per- 
suade Sensible Software to make a 
few alterations to Sensible World of 
Soccer before it is released. 

What concerns me most is how 
much the ball sticks to players' feet. 
On your demo the glue factor was far 
too high. In the original Sensi every- 
thing was about right, which was 
vuh.it made it such a perfect game 
and if nothing is done about SWOS r 
the game will just turn into a 'drib- 
ble-all-the-way-up-the-pitch-with 
one-bloke' sort of affair, requiring 
about as much skill to play as Sonic 
the Hedgehog. Please use your influ- 
ence to get this corrected 

Also, I can't believe how bugged 
Theme- Pork is! Basically I want to 
know what is going to be done 
about it as it's a disaster compared to 
the PC version! 

L Jones 
Bedworth 

The glue factor' in SWOS depends 
entirely on each individual player's 
skill attributes. Thus in our Demo, 
Commissioner Gordon is a bit of a 
GiggSy, whereas other, frankly crap- 
pier players, like the Dead Xi's John 
Hare, can't dribble for toffee. 

As for Theme Park... well, your 
first problem only applies to Amiga 
4000s, but you failed to tell us which 
machine you own. 

And the other things, well no-one 
here at The One has experienced sny 
of them, and nor has anybody at 

Bullfrog. If they continue to hap- 
pen, though, ring Electronic Arts' 
helpline on 0753 546465. 
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Here's a quick question for 
you: Where's the only place in 
The One where readers can ask 
questions? Answer: Right herel 
Yes. put pen to paper and try to 
baffle our experts with the most 
fiendish poser you can think up. 
But remember, if we don't know 
the answer, we may make it up. 
Send your stuff to: Questions, The 
One, 30-32 Farringdon Lane, Lon- 
don EC 1 Ft 3 AU. 

Dear J7ie One, 

Could you please tell me what has 
happened to Syndicate for the 
CD32 and the A1200 version of 
Beneath A Steel Skyl Also, when 
will the A1 200 versions of Etfmania 
and Ruff W Tumble be available? 
Finally, when will inferno and 
Simon the Sorcerer 2, both for the 
A1 200 be released? I've written to 
the companies concerned but had 
no reply from any of them.Yours 
sincerely, 

Steven Browne, 
Camberley, 

I No probs. Steve. A quick ring round 
the respective companies has yield- 
ed the following results: Syndicate 
CD32 will be released "around 
Christmas time", Beneath A Steel 
Sky "isn't coming coming out on 
the A1 2O0, but a CD32 version will 
be released at Christmas", Elf mania 
and fluff 'r?' Tumble aren't coming 
out for the A 1200, Inferno "some- 
time in J 9>5" and Simon the Sorcer- 
er 2 "end of January". Okay? 






Dear The One, 

Will the following games ever be 

released on the Amiga? 

1) Sunset Riders 

2) Jungle Strike 

3) Aladdin 

4) Fatal Fury 

5) Fatal Fury II 

6) Tiny Toons 

7} Streets of Rage I 
fl) Street of Rage H 

9) Ecco the Dolphin 

1 0) Zombies Ate My Neighbours 

1 1 ) 5uper Bomberman '93 

12) Rocket Knight Adventures 

1 3) Bubsy 

14) Ranger X 

15) X-Men 

16) General 1 Chaos 

17) Lethal Enforcers 

18) Wotfenstein 3D 



19) Super Metroid 

20) World Heroes 

21) Art of Fighting 

22) Mickey Mouse Magical Quest 

23) Super Shinobi II 

(I know you may ask yourself why I 
don't buy a console to play them on, 
but that Is because a console is a 
child's toy that can only run games, 
costs a lot of money and is otherwise 
totally useless.) 

(For the console freaks, an Amiga is 
a powerful machine that is capable of 
doing things a console does and 
more, and if you think only a console 
has the best platform games and 
beat-'em-ups, take look at Ocean's Mr 
Nutz and Renegade's Elfmania. See ya 
suckers I) 

Jean Pierre Fenech, 
Malta. 

The best way of answering your many 
questions is to list all of the games 
whkh are going to come out on the 
Amiga in the foreseeable future: 
Aladdin (obviously}, Jungle Strike and, 
er... that's it. 

Dear The One, 

Partly due to the fact that it is my vil- 
lage's annual chic ken -throwing festi- 
val which puts me in good mood, and 
partly due to the fact that I live in 
FlibFlob where there are green flibby- 
flobby thinking mushrooms in abun- 
dance, I ate one of these delicacies 
and started to write this letter with 
my inky-blue rumple tongue. I would 
like you to take these questions in the 
same careful manner that my brain 
took in preparing: 

1) How comes the 'specialist' 
statistician who was conscripted to 
write the SWOS player data mixed up 
loads of the players' nationalities, and 
will he be used to correct them? 

2) How comes a J Mr. S Byron' 
always criticises other people in his 
reviews, previews, etc, but never him- 
self? 

3) How comes Matt is so cool? 

4) How comes Matt has enough 
time to write for The One and also to 
be the lead singer of Wet Wet Wet? 

5) How comes people with wavy 
hair are so spooky? 

I hope that you have enough time 
to answer these questions and write 
out long complicated wrods (oops, 
sorry) in reply. 

Luke 'Sad' Howes, 
Northampton. 



J J J 



t) The data Sensible Software 
used to demonstrate the early ver- 
sions of Sensible World of Soccer 
was just in the game to show off 
the various new features. Any 
inaccuracies will, of course, be cor- 
rected. Indubitably. 

2) He doesn 't. You git 

3} Are you in love with him? 

4} Was that a jape? 

5) Search me. 

Dear The One, 

1) Why was the jump from 8-bii 
games to 16 bits so amazing 
(graphically at least), but the jump 
from 1 6 to 32 not so impressive? 

2) Are the new CD drives (for the 
A1 200) fully compatible with all CD 
32 games — because I seem to 
remember reading at its launch 
that the CD32 has extra chips/cir- 
cuitry to enable it to do things that 
the A 1200 cannot? 

3) What are the Bitmap Brothers 
currently working on? 

4) When is Sensible Software going 
to finish Mega-lo-mania 2 — they 
started ages ago — has it been 
binned? (I hope not — the first was 
excellent) 
Yours faithfully, 

John Moseley 
Derby 



Okay John, here we go. 

1) Gosh, well we think tl 
change from 1§to32 bit was quite 
good, but of course H's down to 
the developers to make the best 
use of the machines' capabilities. 

2) Er, no, not fully at least. To 
date, the CD drives have software 
emulated the extra chip in the 
CD32, which means that the odd 
game won't work. However the 
Commodore drive, if it ever shows 
up, might hold a few surprises. 

3) A desk probably! Ha haf Sony 
John, that squib was especially to 
annoy our 'Git of the Month'. The 
Bitmaps are working on iots of 
super-secret stuff, which, unsur- 
prisingly, they won't tell us any- 
thing about. Speedball 2 will be 
out on the CD32 pretty soon 
though. 

4) As far as we know any Meqa- 
lo-manra 2 type stuff is fairly well 
down Sensible's list of priorities 
due to their being generally quite 
busy. But you never know with 
those craty guys/ They're crazy! 
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forgotten lands as you play the hero in this fantas 
role-playing adventure, set in a top-down, multi-dire^ 
perspective across seven extensive levels. 
I A mysterjjlviih a twist in the drag 



WU-Hi 









Available on: Amiga (compatible with 500, GOO and 1200}, 
Amiga CH82. 




DESIGN LIMITED 



one © Core Design Limited. All Rights Reserved. 

ne Road Derby DE22 3FS Telephone (0332) 297797 Facsimile (0332) 381511 



A division of 

SOFTWARE PLUS, 

Britain's largest independent 

specialist tetailer of 

computer games. 



O r T\V>> 
=1:15 



Established 
1981 



AMIGA TITLES 



Mi of Utndor ' CALL 

,'iu*}> m.-ss 

I a. Tijj-. and CantnuctKT'Kr. * . . .C1fJ.** 

IhrSuoxFl M» 

Al,«-|-.l-»,»H., E1!ii 

I Aller, 1 .'Ulao,.. EIEJ9 

*miar«o a I'Mogl tia.*9 

I Am Bread Soacial E.dI>on . Itd-n;. . . Ntt 

; JMhlrjw^oridulLaiFn,.-^,- . . . fm » 
lftW*WWWU|1Uiei fliK 
l*My* EB.99 

. AiOC J y&Sd C.1 7.49 

I Aqo»c aaaaaa 1 1 2 .« 

I A'boot flionft 1 1 W«gl , f« <0 

I A'fcac* P:k» . .E0.99 

I Arctw lacLaana Pool [IM9 

| Armour Saddon 2 (1 J » 

, Edit* !1M 

lATFP El 7.99 

I Avtaid imnrwi Odd edthm EI9.99 

|n«nTnnn EaH 

BanniMKU fifi« 

I Bwmtuiim* £5 99 

I Be'ruir- a Bt«I Skr: E21 .99 

I Bti-ps^jo illT.M 

i&piajllMigi E.11.W 

Bhi;« rr.yul El3» 

iBasiar MMegi £9.99 

Bet , EB.B9 

I Oxt, tell £7.99 

EMM 
£22.99 
Eu.n, 

£13.99 

E12.9? 
Ci*.W 
£22 99 
£22.99 
EiB.99 



£«90 



Dady bcwOaiKtcliMggl 

■ Bum** Llgn 

I Biuial 3f«Hii Fnatsall 

I B aoha N sua 

I Borland Btm 

iBuinlrnrj- 

| Caiiiuin,n £ l 'Magi 
I Carno-'i Fodder , 

carna-i ■ adde* ;;■ ti&.tot 

I Cuts Cu'Kueir £22 H 

CI-hiii|i IA*i .iijni Endof* aflacc^ CC £'2.99 

• CramjiLi'A-rp Mariajai r .alkj.nP4og; ... £'7, 99 

I Craas Engr* £ 1 2.99 

I Chnafn&s Lan-minga . .... t'2M 

I Cruet™ La"rn>-Be s*' CALL 

ICI.*iFiaTiallUjlia.J*' !■)» 

I C^rorieli. Boqueir .£12.99 

I Ccrivbal Air Paliol {lMeg(i t>2.M 

I Cottara CorptaAc"! CUH 

I Cnrt* ler • Copt* i ■ ■ iKi 

lOCJiy Eajiinj altrsEnd £2'99 

I QMITMId £12.09 

I Daritrarti-' CALL 

f'De(L.aatp u o4wfi: t7M 

lOninn CJM 

1 C*4wl SH>«' £»M 



IDfioroii . 

I Qspcoabra Hero . . 

I Cragoralorra' 

I oi w iy 

I DM* 

|Dm!' .. 

I Dtfigdon klHlar 2 ' 

I Enmanla . 

I Cmprp 5wX«" 
h:i. .... 

European FDOftiarl Chan-prota 
I bvurpD Acoon' ...... 

Ey* or" itm EV^idw 
Ey* (4 die Be-clder- I 



EZ2 1\> 

tifJM 
CALL 

£22 90 
. £11. H 
. £10.99 



£1?.*0 

tl7W 

£11.99 

. . . .£10.99 
tl* M 

.. . LlliD 

Fi [14 59 

IF117A 1 .tio.9* 

ni^nfc»tmt»2 - - am 

F|6 «4» 

F1TCM»Hfgi(1IMgt E10S3 

F>t«i n » 

i Blmsr tS») 

F^ioIOKkj' . ...«B» 

! FIFA kvwuftina Sko* 1 " E14W 

Flultuct. :1 U«gi E19SA 

FNllilo»twlnliul»t-.- B9ft 

IhtmiGlrtogta .... rasa 

FionlLr**' E2J30 

I Froniw El» 2 E1S S3 

I Fura tf B» PUIW E14» 

1^2- . ..t1T» 

r,.i.,iH- .E11» 

|{3dnaui EUM 

I omul Giiaaim! a » 

lOoalilUiBi CU» 

Ual C1-JH 

I Qraham Bcocn 'rtofo CJiu LVctK E12 » 

| 5rjram Liocch Tail Matl- Gndwl E1«W 

jrjnjm Uoocn Smoro Innnn .... C7J8 

0<V*H1 »*» 

lOunaM^ ... E"» 

Eunsfm 2i»C' E1C.99 

Han>rtiar £!■**» 



Huii rr.aa 

Hl,I« 3hr oHlamn VDI1 I1S.M 

Ho»te Sunt, of fUnos VdI2 (l&M 

l-np«!i**fl Mwnuii tffi M 

k^au Jofi&t Ananid Uii nUagi £24.90 

hdaiu Jdobk Fan al 4danta Artcr EB.90 

In* LmlCnjMdrGiapli": ... tl&W 

l|h*f L*0Wd C ma F«n*u £9 99 

Hilar? £1EL9B 

HIhj3 £21.98 

Jut. ttw Ptsvar ... C29.M 

,jmu 1 f w i t |}(teb(i«B £asa 

rl'^l'^H £12.99 

jiiitt iW-na s rtri'h ra Sruclw £11.49 

xJin Madder Iimwi l x*ji . Lip W 

J^amcfuHiliMegl . .516 90 

KJ40|Lltapll2l £19.99 

Kl* Of 3 £12.99 

Rid ClMOl .t 1T.9» 

Md 1 a»lUjOt< 412 90 

UHHIHlHI £2299 

Klngmi - , . , fc*LL 

Kings QuMl 1 12199 

hngnJjMl 2 tiftW 

KinutOMlS 41049 

KiiimQuajl* £1249 

Kings Ql*SI S E2Z59 

KnomiC*1n»S*j MMaol . CiUW 

Lean*i «M 

UOKr of SCilV E16M 

Liij-a Sun Lariy 1 £12.99 

Laij'a SuM Lariy 2 L ii ■iff 

Lasitb Sun Lariy 3 .fl£49 

Lanrwaa 2 Tl>o Tnmi ... C11JM 

L«™wibi-S"' Crtj DW mA 41* » 

L.i-Jt»cliaKiitg« . H2M 

i a-itarfl =>C PaJv .14 99 

LvdiOl Tin AfrinT CZES4 

LgdVHi' E1J» 

laaM 2 f 3 '/J 

l,u-H al tu T*mpd»»i E12 59 

M1 Tai* PalDan -ET W 

Maao^oCToli .'E9.H' 

MrclwMmUTDPtOTHHLiagu* ...E19K 

MBTH.rio.SwrVn-fc E1J» 

H*>*XA«'9in Fr»n«« .E12M^ 

Ui'.jLFJjnfj-i E11 « 

M:Donaldland £10* 

Uwi Arenas Htt 

HtmHKMnH Eieaj 

Mils MKhilK 2' . . t*. . 

M ic raofoss Grand FtH E10.99 

Ug 23M Supv Marum Ei'W 

UankiT kanl 2 . XHJ* 

Wr. .:..!. , E1««# 

M:n:l, . .E12.49 

Munal Kimoii |1 btafl E1fl.«9 

Mr HfcMu" MIL. 

MrlVKz E1«» 

MuB FTa,m 5Ci>Jii Maiiftaw E«4i 

muflln>OrM .. E12« 

NKt FHoO fit** 

Nlgri dim Wort tl-amucnsnp E*.** 

NoCM and SoKti CS» 

On «t» Bad Lhqiw E»lcr> EiBK 

OntwBWIWcAdCucEotwii E1B« 

OrttixH* EU*9 

Oiwlord' E22 *> 

HH>iaa k n» fe- -3 f'M 

ralnHj eiik 

PGA E'J¥*ari "our QM" . . CALL 

PGA TnnrSaf Plii' E9.V? 

Mmbal DnsairiB t Farlnmre fii-ty 

f^Ml Firlosw, E1!W 

PM«iM*«fc ...E9.09 

PllOJ EB.99 

PlTKH . EI093 

PotnOunn Etui 

fail* Ojtai 1 EH JS 

PoI»Qj«I3 .. El 2.99 

Pwubui Z , . . Ell JM 

f>namnn{Wr|.WWl fU «Q 

'Iuhfiw U^riaijMi J El 2.99 

Pramnf Uamosr 3" EIT.99 

PtIuhUhw EI2.99 

Propel X 1 1 Magi . .... ElD.fi 

Oncol k» CHnv 1 ? i i H 

"■--■:IH ■■ . CALL 

laaoi lorTia Shu" EID.99 

■tail Wa« rooltjiH- CM1 

AMatoia HUM 

Hsu-ion' £22.39 

•ajsnB ol IhaFratBai' . E2B.99 

(toad Hash ClD.H 

fttinHmi(Wijiic«-" m.» 

Fstmsp3 £ilil» 

r*J(*Tgma»- tlT.99 

=k.ot, uaaoua Coach i'S 35 

Sanlai X"wi Cape UK 

['IK 



Second Samarai 

Sbctk dI Moriuy libnd I ■ U»ji 

SnUaGnrr 

StmrtlB SoufS'U 

ft*frj«la Sa:i'ir IH Ediiifl 



. .E19 99 

..El 159 

. ..CAU 

Cli» 

E14 9J 



£a<l.ElH ms-d al EOKJf' E1999 

lUeai E2299 

Shuita- cie*» 

Sri 94ft* E14 91 



SJam Saivioa 2 
am Am Clauc' . 
SmCrtF Classes 
Sn- Classes . 

Sit- Eb'Hi GiMl*:' 

Brta LHa C1bul k 



£1SJB 
.E10 9* 
t1tJ» 

EHjaj 

,t1CJ* 
.E1Q99 

anw ll» SoeoonH (laaagt • E229} 

Smorlha Sorotmr 2" E22 9» 

Sudmarit 1 1 M»gl i?» 

: . :Ih-. E299 

Socev md _ E1 1 48 

Snow TatdTi Marmw ... ..EICJ** 

SihkwCh-w* U94 

3oa<i. Huk E2299 

Sp»:» Cc«i: 1 .. CTj* 

Squorj Cutsl Z FIIJI 

Sob-» Qufi S £i:E» 

S(it»rt»»i 4*** 

Siaiduu Scadal Edicn' £395 

Suulexd E2293 

Sla« Onus 'tlvVS SmxHm- . BUI 

SluwlFignlfjrfflUig} »*» 

Blani^Af Fucai £494 

SamiTitr -Ljirp . . E4 9S- 

Supv FropilMagl . tlTJ* 

Suptr LiasLfl ManaoW El*.«* 

Supc Savmnr Ji^, n, ptgrM , , £*» 

SuiwSW*l'iii'l»i2- ti*» 

Bocwamtey E13 9* 

aartv E3 99 

SrndrBla I )Mso| EliJ* 

TZAretchGw £ii » 

TKi^utiaat.Eitjawaii^wSsiirt cia-si 

T»am 1 7 CtivOiV, (lU)', . .E19.99 

Tan nalrjtrl Slialagt GdmK E 1 3 E» 

Tama Cup 2 ... . . . . . flJH 

Tthjh™ d Dnnlh £i*» 

Thair Fimill H(j«i Cn» 

Th*i Finetf Majuani E99 

THbi>« Park' £22 y- 

1 >jroir|-a*t: . . . EB 99 

TcfOcavar . £17*4 

TirrukU EiiW 

TcaaI CamDda , , EM99 

T'apb i Traaduras .. . .. E1 H.fl9 

:t-ib h\ruiM £6 99 

TurrieanS £lS.«* 

OIF*** F**.l Oj«1 EiSSS 

Jn*» E22B9 

Uraarri2 . , E12.99 

Utopia . EB 99 

VaPidH Cl l.«4 



Jalswk* EI949 

KK*Ot13 £1*58 

KMCMM* £1«'JS 

jbwairai Caninai ... .£14 99 

Wqnrr, Ma..' E17.99 

Worctv.. £1299 

UtMjl'JrOWi liU) 

H&A Uanutl waild Cfwnpaiarip E1299 

cm lira Bal Laagua titoV £21 99 

On |tw Sal Woi-e Cup LOHor £2199 

Plra^PiMMH Ei«*9 

FCas.e^||(>1»»flT<>>'(3l>l!■ CAa 

Piltaf E17.99 

rHunoi (Hard dst. only:' ... E22 39 

Hsu C Ida Hhxjk" £23 39 

IteCnions Bfezmn' £21.4* 

S«HB/ T a«ni ClB» 

Sacorc Sa^rja E19.99 

Sim Crijf ZEOO' £22 99 

SimLiln £*** 

Siirflfi riw Soft*** est 99 

Eilmonma Sercdr«r2' £29.99 

SkBcrlm KimW CALL 

SlmV«»>J I £2» 39 

5wxwKc ..£1**9 

HiarTK(iiiHKJC»»hni-difi Ciiii 

Bupai Laagua FJonagar' E19.99 

SupnfSlarduil - EI339 

TUtrn-Po-fc £22 3i 

TWOS*!' E17» 

Taia Can h](h E25 99 

TF)C . E26.39 

TraraarotKa £9.7* 

l"f:t<m- £22 39 

UFO El**, Ur*iv-i> C22 39 

fnrrntftvMHooaai E1I** 

Jpea ... E12H 

Imii El 7.99 



Ftu* 'n' Tumbva 1 


CALL 


Sabre Tasm 


EiB.H 




diet 




illU 


£*>s.tu» Saeoai Inl Eanon . 


E1 B.99 






Sirnon aia aorcwrje Z* 


EM.M 




snau 


EocoarKd' 


eid.99 


!H»adliaB2' 


CALL 


Sft*e» ... 




5msw p i>ny 


sriSM 




nun 




EI999 


SLpae Slarduar 


EI9.99 



£mi r*nja' s CI3.B9 

TFX L ... ... tnm 

Taol3*«i2- fioge 

Tulil Camago £1 93 

Tmw A SMjtl" ClB-.B* 

TninBl P(d5.H ti*9* 

Trolla £'4H 

UFQ: Enam> umtnam £19x99 

UMnialt Bod» Blown EIS.B9 

Unvt>"» (22. B* 

UiidufnE' ... JiT M 

WialLFjrt- fig D« 

(VtiTltriT ITU Sciia' £19.99 

rtl-Jles VOH3C LI4.B9 

WOCupSoWw t»7.Bi) 

r.aal (■(!» 

iMil 2 £ ' 4 B9 




£9.99 
£19 99 
(IB W 
E19H 
.E19.99 
£19.39 
EIJ.B9 

ei«.» 

C10 1MJ 

E19.99 



VnaH-ifM" 


£19 t* 


y.,il.Hi 


£12 99 


Wambiay RjQtv Lajgua ... 


El 9.99 


tim Cup Scocvf 


tlT.» 


rVrtjSuwls 


C3M 


WlirgCaiimandar 


n.Dt 


WirrWftJHlp 


E4.n 


Wlmw d/mpcsi 


£22.99 


Wnz'n Ln 


EID.99 


WihirJ 


ES6V 


■VondaaJno 


:ih 


World C* USA 94 . 


£1999 


World Ct Lagorch . . 


El 4.99 


WWF £ jroMnr. iampnge ■' l Xsg> 


En bU 


*ar«ii2 


fSM 


SHI 


£999 


2ii 2 


£'2.99 



•iaddn' El*.H 

*Jienr3m«)2 f»M 

ailiud cnuH' £19.99 

Eunslva* , . £19.99 

BKCrV Brow* E3\B9 

ttuial Spcns i-ocloal Umdx . D3.U9 

aMM*indaV*afJil tllM 

Brfmund Bum' £-9 99 

Civluaicn E2S.9B 

UBl'or IZ2.Be 

Eilrnaiin ti7 frt 

Ejla' . £19.99 

Falrnafi £5 99 

FuMs or dan' £42.9* 

Gungnp2006 t22H 

HeaBtMl £ Q-i H 

ImcAailM Miiiaan £22 49 

Into™' CALL 

! sl-ar J" Li-' H9 

J*RrM*«rl£Het7«»4 til. it 

|PTind3 £1*99 



ajiar B-aad Spaoal Ednon 
Arcade Pool ... 
ATR- 
lanatan 

FUlllHctH)^ FJi'KaitiM 
EanlaTaacti 
BeraaliTwSilM 3a.y" 
Bran lira lion 
Brum Spgra Fooitwi 
BUM* * 5!" 
EUMrra and So, jjk 

Bunp arri aurr" . -..E 19.99 

Casll«2 SnoaaCrmqiKil £ 12.99 

Cannon Few*. <ai .9* 

CUK* Ertfjii-* «<tl« 

Ch^ct s^ccn 2 Sal of CfuOi .. £19.99 

CnrrbarCanf £27.99 

D llrrnpialior. £14.99 

n»»5-i' f'uw 

DAaocnia £ ' 4 3D 

D:jpp-osap« Halo .... £'9.99 

Uiin EnoJianad Vfprkli.- . . £ ' 9.99 

Diaoomlono" CALL 

Effrpiia Seeetr' CALL 

Ella.' .. £-9 39 

Fnwi of fiery' £22.99 

Fl'aloic* E'J.9B 

Frortra- Fjrla Z OE-.9* 

0I«6#EHK1 £-19. H 

Guirdan . £ -S 9-i 

Eurarap 2000 . £ ' 5 99 

Harrda! 2 ... 122 IH 

iniKTinti*? MnrM; CU3H 

JifliMParrSJFNsoaecia £ii99 

Jamaa Pond 3 . £22.99 

JaMnaa . £17.99 

»o.i>:j- ..... . tZI.B* 

KeChtOf flrHH) 

Ka^pJr.' .... CALL 

Laprr nh ol Tana £17.99 

Lagaoy eJ Ss-g-ir (i*srS 

Lvflnirraa £17 90 

LolQwl' .. . £19 99 

Las' Vtrgi . £1299 

LotiH Tntegv £14.96 

Mati'BSiwcTD Prerrm- LB»ji.ii" . £1*H 

Mh,,A-mh.. f4 'ill 

MtraanC*' £22 99 

Mtracosm £M.'i9 

Mkid Mnctunaa W .... CALL 

U.jllyPJBr' £17 9* 

MlBcbDr; CALL 

NKl 'BdoChariltwjrHtipaol £22.99 

Nrgel Ma-iai Wor.d Chanrpionsrip . . . £14.H 

Q»Bibi *LrfmrC f«se 

Piitml FniiiBiitM. £J1 90 

Pi'fca' .£19.99 

Pratasuold £19.99 

Pro»c4J(i*17Cr«l«rngB .£1*99 

R,,a„ln,«St3««' .., 4»90 

Bobtridrd Raqiaam' .CALL 



BUSINESS 


EMr A«C4 

l-il-r.:r:l? 




■r-JSW 








°\*l*rprr , 




CM S3 





ADlSnotfri i-lZ-iJ-14-lijra.. I'rjM 

•VDiRanchn-iS-'.a-ia-iSrit £<4M 

AClHajrh,„.12.1}.14-1Sjnl.. 114M 

ADIJuivor CtuitHj 4i ynj ■£i!33 

ADIJuncr CoLrlnp 6 7 yra £19.99 

^DUunor "»Ming4-oyi5 ElUS* 

ADI 4uiK» ^MOHrg 4-7 ye £149* 

EVr^dhlOouialKl . ilBM 

FrencniOouluHO ... £19 99 

Fun School 3 undar I art £14.49 

Fun Sohoo: J 5- 1 n t!4 4* 

Fun SiIKMl: 3 «>* 7 yl» £1449 

F u n Scnodi 4 undaf 5 yra 41449 

Fun School 4 S-7 yra . ... . . ..£16 49 

Fun School 4 7 ■ i (ri . . £1»48 

iaaiul LsMrnai lOoui af 16 . . . .... £1*9* 

^rf'. £i**« 

Marm Snaotnu 1 a cui al 1 3 ... ...£14» 

MannSirVathaiiFunSchcrolSpacI £1698 

Miotiays IZS'e 1 14 B* 

MieAav a ABC* . C14 9* 

MobaV'lBiAdrtniuia £14 » 

Nodd, s Piiyima ..£14 99 

Pa.ni and Craara (Fun School Spacl £179* 

Pnyctoyi ..£1*9* 

Sodtng Far |Fi*- Scnool SpKli £1*9* 

GhHtallPug £119* 

Ldoc 3 iolla Ha, £14 90 

Djchioy JatfrgMbar ..... £115* 

CWcdd Marancli 1 . . ... . til** 

QurXfty Priiian rasa 

Speeding Auiorlna ... ..£119* 

apsocli ElrPBf PlD ...E1299 

Ccmimlror. l^io Super CU3Z pad 117.48 

Spee4nrju»Lsgi:3 Ci}$9 

1 S" DiUt Bat rem 40 . £4 99 

3 5 Disk Box -elds BC £*** 

Unorantad 3 y Mk disks r K £49* 

Ii9k Jpsnel wc c.i rx K 4*490 

ZydecEiiairdi QaH Ddiw Basso 

MBUUMal £190 

LoM»j«Ja>slc"t>*ns.onL«ac ..£7 90 

LigrTjuraveUdjiIci SoUHr t799 

LrjhrafsTfjOoAnalPtje t2» 



* Tel : 0268 725500 • Fax: 0268 590076 



I Telephone Orders: 

1 10am -7pm Mon - Fri, 1 0am - 4pm Sat- Sun 

I Answering Service at all other times. 

I Gahers by appoinlment only. 

I Ail prtctrs includa VAT A Poslage for UK MilnlmnfJ. Add £2.00 tp poslage price for 

[Europe and E3..0O ror -r«s4 «f (h* wa*W. *.': '- -EiW 

In*i1 day S*rvlce avalltb** £3.70. Plsssa send ctiequaE ,' PQ's payatjle In: 

SOFTWARE FIRST, 8 BUCK WINS SQUARE, BASILDON, ESSEX SSI 3 1 BJ. 

1 Please allow sufliciam lima For chequa clearance. Credit cards are not chargKKl until day Of dtrSfr&ieh, PtHM ttutt nMha *nd model ga 
I computer hvnen ordarng. 

If you can't see what you want please call, new stock arrives daily. 

Soire liCtAs- may not bo 'uloasatl a( lim* 01 hci^j <C press- 
|We supply only OlFiftal UK prwfuH, fonnits suppoflefj Includa Amiaa. PC. ST. H*as»ar Syslem. Meoadrwa- and Gamo Gwr. 
■All pnees subject ( change wilhoul nohc«, All <t«<n* subtest IS avflilabil'iy. E S OE 



I Name _ 
I Ari::rtHF.s 



I Poslcftde 

.ITEM 

ITEM_ 
I ITEM 



TelephjonvS' 
_PHICE 

.PRICE _ 
_PRICE _ 
.POSTAGE _ 
_TOTAt 



1 1 enclose a cheque/PO made payable to 

: Software First of please debit my Access' Visa: 



Expiry 
Date: 

'Signature 














ONE O 



N O N EOTjh 



i^!Ajk\nj\Jji) 




He's back! And he's talking! To TV's Simon 
Byron! In a pub! And when two mega stars 
collide there's bound to be an explosion of 
entertainment! It's a shame only one of 
them's a star. Ah, but which one? All my 
hard earned cash is on the balding, goggle- 
eyed one... oh, er... 



p 



since 
small 
they 



oor old Dominik Diamond. 
First, the games-playing pub- 
lic think he's the best thing 
bread came in 



was little. Er. 



a 



pieces, then 
knock him 
down because of his 
red jacket. Then he 
splits from the show 
that made him 
famous and Dexter 
'Cockney' Fletcher is 
drafted in. Then the 
games-playing pub- 
lic decide that 
Dominik wasn't really that bad at all 
— certainly much better than the 
one who used to go out with Julia 
Zimbabwe and shout a lot — and 
call for his return. Then... 

So he's back. Actually, he never 
really went away. He's been working 
on Radio 5. freelancing for anyone 
who'll have him, and being general- 
ly poor at Sensible Soccer. By now 
you will have been able to judge 
whether or not Games/Waster IV is 
any good, but our Dom is confident 
it's the best yet. And who am I to 
argue? (Who indeed? — everyone). 

Warning: the Scot with a stupid 61 
crop doesn't mince his words, and in 
order to maintain this interview's 
authenticity we've had to 'tweak' 
some of his more, ahem, descriptive 
phrases. We're sure you'll know 
what he's on about. 

So how did you get here, in the hal- 
lowed pages Of The One? 
Well, I was born. Lived a life of com- 
plete poverty. I'm the most Working 
Class person you'll ever meet in your 



whole ['funking' — Simon,] life. We 
used to have to eat air pie when I 
I went to school, got 
into loads of fights 
because I was really 
hard. Had loads of 
girls from a very 
early age. No boys, 
obv — I'm a scream- 
ing heterosexual, 
went to boarding 
school at tender the 
age of ten... 



I've seen 

Gary Barlow 

coming out of 

a toilet. 



Dominik 
Diamond. 
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Your parents didn't 
like you very much then, Dommy? 
No, my parents hated me. 

Is it true what they say goes 
on at boarding school? 
All that stuff with 
digestive biscuits? 

Yes. 

Everything you've 
ever heard about 
boarding school 
is true. 

Hmmm,,. so did 
you ever lose? 
God no, I'm very 
quick. I've never lost 
an ['organism'] race with 
a woman, 

But boarding school was great, I 
didn't get on for the first couple of 
years because I was too Working 
tlass, but after that it was the great- 
est fun of my life. I'd advise everyone 
to go to boarding school. Vote Tory 
so they can keep all the public 
schools going. 




> 
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After that, I 
went to universi- 
ty which was a 
complete and utter 
waste of time. Nobody should go 
to university because it's, er, rubbish 
— but in the final year you could 
opt to make your own TV show or 
play, and I chose to do a TV show 
with some of my mates. We did an 
p ra h - sty I e d ocu mentary/d iscu ssion 
on how ['ship'] the teaching was at 



our university. That's where I got my 
first taste of 'presenting'. 

At the same time, Planet 24 was 
auditioning people for The Word, so 
I went along for that and got down 
to the last 12, But because I'd shown 
dangerously high levels of intelli- 
gence and wit, J was ['sucked'], so 
that was as far as that went 

But the GamesMaster office 
was down the road, and they 
approached The Word and 
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ONE ON ONE 



asked them whether someone could 
recommend a young newcomer for 
their show. So someone, er... recom- 
mended me. 



This is the first series where I've been 
ri Mowed to decide what I wear- 



So it wasn't your decision to wear the 
red jacket then? 
Is Dominik Diamond your real name? Surprisingly not. That was something 



I fought so hard against, but at the 
end of the day I was told that it 
didn't matter how much I didn't like 
it, I was wearing it. That was one of 
the worst ideas in television history, 
and that's why I hated the second 
series. Every single moment of it. 






Yes it is my real name. Well, kind of. 
My real name is Paul Dominik Dia- 
mond, but when I was about seven 
years old there were two Pauls in my 
class and no Dominlks. So I swapped 
my two first names. I spell it with a 
'K' because I'm part Polish, 

It's an unusual name, but that's a 
good thing because no two Equity It wasn't that bad. 
members can have the same name. I thought it was When 

a presenter doesn't 
Have you always been into computer feel comfortable in 
games or was it more a case of you what he's wear 
needing to because of the Games- ing r he doesn't 
Master job? feel confident. 

I've always been into them. When I And if you don't 
was 10 my mum brought home a ZX feel confident, 
Spectrum, rather stupidly because you don't do a 
she thought it would be a great word 
processor. Her words were: "You're 
net allowed to play games on it, it's 
only to be used for word processing 
and home accountancy". 

I went through all that stuff of typ- 
ing in five-page listings from C&VG. 
To this day, i remain the greatest 
Match Day 2 player. You know how 5, I've bad the best time of my career 



good job. 

This series, 
though, I've felt a 
lot more confident, 
I've had my Right 
Guard double protect ion, 
and I love this series, Apart from 




plop. He obviously didn't do the trick 
of shoving loads of toilet paper down 
the bog first. 



good I am at Sensible Soccer [er ... — 
Simon], but that's nothing compared 
to how good I am at Match Day 2, 



caltywagl 

dangerous. 
We've tried to 
make it funny, 
an entertain- 
ment show rather People are really embarrassed about 
than just a computer making noises in the toilet. I mean, 
game show, I honestly we all do it, don't we? 
believe that GamesMaster IV Yes, it's [tucking'] stupid. Mf tip Is to 
the Fantasy Footta" on Radio will be the funniest show on Channel get a fart ready just before you have 

4. (Not with Mr Simon Byron on it it to use a public toilet. That way peo- 

won't, mate — Harry, Andy, and pie know you mean business. And it 

Matt. And Jo.). breaks the ice. 



so far. 




Bearing in mind that we are taping 
this and anything you say will be 
printed, what did you think of the 
series with Dexter in it? 
watched two shows I watched the 



Why's this series set in hell? Do you swear in front of your mum? 

Computer games are evil. We know She taught me how to. She's the best 

this, because the tabloids keep telling in the world at it. She taught me 

us. And they give you epilepsy and well, and I passed with a distinction. 



very first one and caught another corrupt small children. Therefore he 
one by accident. I thought the first is the natural place to set It. Do you swear while I 

one was appalling. When Dexter It's easily the hardest thing not to do 

started it all off by holding up the What s the most embarrassing thing When people are doing really bad at 
remains of a red jacket and saying: that's happened while you've been a game, you naturally wa, to say: 
"this guys burnt out," I thought it doing GamesMaster? 
was really childish and unnecessary. The only embarrassing moments 
One of the things that I stressed at come from when you think the 
the start of microphone is switched off and it 
isn't, In the first two series I would go 
back stage and start slagging off 

some kids dress sense or comment- Pants' is a good word, isn't it? 
ing on how ugly he was, only to find Pants Is a brilliant word, I've always 

enjoyed talking about pants in gen- 
eral, but saying something is 'pants' 
is an inspired idea. 




this series 
was that I 

wasn't 
going to 



[bucking) hell, this kid is ['spit'), 
Instead you have to say something 
like: "Don, isn't he terrible?" Or 
"Isn't he pants?" Not swearing is very 
difficult. 



last 



wh 

^2r 



Don't you think Oom 
looks a bit (ike that 
geeier out of 
the Communards? 

What can have hap- 
pened to make you 
leave GamesMaster for 
a series? 

I was unhappy about a 
lot of things. I wasn't 
sure about the McDon- 
ald's sponsorship, I 
was unhappy about 
the amount of work I 

was putting into the show, and the Winter, the producer. We 
financial rewards I was getting for the same time, Had one of 

that work I wasn't terribly happy the second series might have been a embarrassed, because they re actual 
about the contract I was offered, lot better. Instead, they tried to make ly really, realty nice blokes, 
which didn't allow me to do what I it into more of a kids' show, We p 

wanted outside the show. So I left, always tried to make the show a bit So you've seen 1 

But now I'm back it's great. I've dangerous with the innuendo and all then? 

got much more control over the that tosh, but they played it a little 

show and, even more important- too safe. 

This series we're much, much more 



on the 
series. 

The brains 
behind 
G am es Mas- 
ter consist- 
ed of three 
people: me, 
Cameron 
McCastle, 
the director, 
and Adam 
all left at 
the same time. Had one of us stayed. 



But does it mean good or bad? 
I think it means bad. 



make any the whole thing was being boomed 

comment back for everyone to hear. 

But the incident that makes me 
cringe the most was when Take That 
came on in the second series. I hadn't 
met them before and I was talking to 
someone stood at the adjacent urinal 

in the toilets. He asked me whether Can you have degrees of pantness? 
or not Take That had turned up and I For example, if something is really 
said they had. Then he asked me bad, would it be 'knickers? Or if it 
what the name of such-and-such was okay-ish, would it he 'kecks? 
was, and I said: "Aah... they're all the I'm not sure if this is a topic I can 
['ducking'] same, they're all called really comment on. You boys have 
Ken or something." obviously thought long and hard 

And then Gary Barlow walked out about this, 
of one of the cubicles. I was so 



ly, more control over what I wear . 



Finally, a question close to my heart: 

who stole your hair? 

I have a receding hairline, so I took a 

leaf out Of Jim Robinson's, from 

bet loads of girls would like Neighbours, book. He's the wodd's 

to have been in your trousers biggest slap-head. In Young Doctors 

Well, I've seen Gary Barlow coming he had a curly look but he realised he 

out of a toilet. And I did hear the was going bald so he took action, 



HHH 








1= L ■ C T R • M I C 



HUE II BATTLE FDR ARRAKIS 

He who control Ihe- spice..,. controls Hk unnerui. 
Bckodd Ite platie-t Anrakhs. known a Dune - land ol »itd and home of the 
sake Helinjn". Hit spi« corrlrols the empire - whoever controls Dune 
minis the spice. The Emperor has propMied o diilleiige - Ihe Houie lliat 
pndtaf Ihe iMit spite will control tune. Inert aire no territories. ..and no 
nan if engagement. 1 Vul araies haie aniied. Ho* three Houses Fighl for 
cmmtoI tl Due. Only one House will prewil. 

Tew Biltlefofftrrakis logins NOW 

"Put it st the top of your 'must have' Hit immediately... 
the best strategy game ever!" 94% 

Cm & i tfrjpwt pi (xb 6* LwnnH Dapnann ant Ksiwd in MCMJmsitai H whwHInj 
Iw *1»+[moftLauiSrt»*C«»8l«(i ^in^ihRtwivrt CWnikuod SuiXb*t *t ftgHS 
Rntwd WWik! irt»- cit« Inn tfijjp nirsctw Enl«tariiHn|'CuiuM| Ltf. 



DESERT STRIKE 

Pilot your AH-64 helicopler agaiiuf a rultiless tyrant. 
With a fiery blast Iron your Hydra Rodtels you must annihilate 
Ihe military arsenal. Take oil tanks, chemical weapons plants, 
airplanes and SCUDi. Gel debriefing* and plan missions on 
detailed map;. Pick up fuel, manage weapon supplies and leel 
the power of a modern, multi-million pound atlack chopper 
"...massively addictive. You re going to hare to 
&> and and buy thin!" AMIGA POWER 92% 
"You'll cherish this for a long time to come. " 
AMIGA ACTION 90* 
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ACCIIATE Ml 

AlllCflVE CIMPIfEl 
BILE SIHIIJT1IH. 

Real rourmmeitli glared on aclul 
Taunamtnr Pla^trs tluh CMUti. 
Head it greens • (he all new 3D 

contoured grid eiposes each subtle 
tjm. Speciality shots For inuqjh ipurs- 
ckoose from (tip and punch shcti oi 

lr ngc pull. 

* TV-ilit* thews: panoramic aerial 
Br-bi or hie hole. 

* i aulheafit coursei ■ TPC 41 
iamrasi. TK *l Arenel, PGA Wert. 

* Compete against 60 PGA TOUR" 
Piw in d round launaiotnr ptij. 
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•(EKmil* PstiaiitdwonCi™ 
ElHHfU An TPC Tfrjr w i' M ' Wpw* 
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the adkomif is i repal el the flrHii* 
liitorr *r an nprecendefricd Germ. 
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Alt of the Amiga 
tress under one 
roof. Talk to the 
editors and sign up 
for a subscription to 
your favourite 
magazines. 
Competitions being 
run throughout the 
show. 




An Aladdin's Cave of stalls selling everything you need for your 
omputer and much more, from complete systems to stocking 
'titers. Don't miss out on the incredible show bargains. 




Games Arcade 

Pit your skills against the best of the games this 
Christmas in the World of Amiga Games Arcade. 



All the gadgets, gizmos and software you'll ever need for your 
multimedia work. Talk to the experts from around the Amiga Wort 
on high end application requirements. Graphics, Video, Netwc-rkin 
Animation, Image, Processing, Text Manipulation ... 



ALMATHERA 

AMIGA CENTRE SCOTLAND 

AMIGA USER GROUPS 

ARCADE SOFTWARE 

ARCANE SOFTWARE 

BUTTER SOFT 

COMPUTER MAIL 

DIGIT A INTERNATIONAL 

DIGITAL PROCESSING SYSTEMS 

EUREKA 

GOLDEN IMAGE 



GP SOFTWARE {AUSTRALIA! 

GREMLIN INTERACTIVE 

Hl-SOFT 

ICL WARRANTY 

INTERPLAY 

KQMPART 

LOLA 

MACRO SYSTEMS 

MERIDIAN DISTRIBUTION 

MICROVALUE FLAIR 



NASCR TEAM 17 

NATIONAL BUSINESS COMPUTERS THALLIQN 
NUTEK TRI-LOGIC 



OPTONICA 

POWER COMPUTING 

QUICKSHOT 

RASPUTIN SOFTWARE 

R AMIGA INTERNATIONAL 

ROMBQ 

SCALA UK 

SILICA SHO 



TRI-LOGIC 

VILLAGE TRONIC 

VISUAL IMAGE DYNAMICS 

WHITE KNIGHT TECHNOLOGIES 

WORLD OPTICAL 

... AND MANY MORE 




WEMBLEY EXHIBITION CENTRE - HALL 1 

9 -11th December 1994 

Friday-Saturday 9. 30am -5. 30pm Sunday 930am-4.00pm 

Admission: Adults it/6.00 - Children under 14 £4.00 
Family Ticket: (2 Adults & 2 Children under 14) £15.00 
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See, play, and buy the latest and best in games on 
the Amiga. Many of the top software houses wiif be 
there showing what's new on floppy and CD this 
Christmas- 




Throughotit the exhibition there will be non-stop 
entertainment with live bands, radio broadcasts, 
competitions, demonstrations, celebrity appearances and a few more surprises in 
store. Don't miss the opportunity to get involved and become a star for the day. 



Many other features including' 
Simulator Ride 
Santa's Grotto 
Creche 




Apply for your 

'advance tickets 

now and go into 
the free draw for 






—— j 



Join in the debate, 
see the latest 
applications software 
end peripherals being 
demonstrated, 
talk turkey with the 
UK's top 
programmers. 



14* Remote Controlled Colour 
Television 



Two tickets to a concert of your 
choice st Wembley Arena during 1995. Wembley 
is famous world wide for staging concerts 
including Wet Wet Wat Take That, Meatloaf, Phil Collins 
and many more. W* ,—. 

{1Mb. Two draws will he made for tickets purchased 
between 15th October/ 5th November and j%/ 

6th November/ 2nd December, I 





TICK 

01369-7711 
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AMIGA FORMAT 



GAMESMASTER 
GAMESWORLD 
JUST AMIGA 



AMIGA C032 GAMER MONTHLY 



AMIGA POWER 
AMIGA SHOPPER 
AMIGA USER 
INTERNATIONAL 
COMPUTER & VIDEO 



MEAN MACHINES 
THE EDGE 
THE ONE 



Cut out coupon and send a cheque, postal order or credit card payment for the appropriate amount 



8 

4 



Type of ticket : 

Child (£4) Adult (£6) Family {£15) 

Total Number of tickets required 

Total cost E 



Mr/Mrs/Miss 



Address 



Method of Payment: (please tick) 

Cheque or P/Omade payable to World of Amiga Exhibition '94 

Cheque Postal Order Access Visa 

Credit Card Number 

1 ' ■ ' ' ' " ■ ' ' ■ ■ ■ ■ ■ 



County 



Postcode 




Ssnd to" 

World of Amiga Tickets, 
Highland Avenue, Dunoon, Argyll, 
PA23 8PQ 
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i VIA 
*14.<JS 
Burn • " 1 1 ■ ■ ■- ("All 

l\i ' £7.9.1 

£IH.95 

ri6.95 

r.u.95 

£I2-«S 

flicker, L12.9S 

I • CALL. 

■ ■ 
. nail- £22.95 



aoKkWufiii cs.»» cia.M 

Lemming* 3 £L L J». 1 V 

Overdrive ..E7.1SJ 

Hi-niiHiii 634. 95 

k i w Or The K i Am £27 .95 

Ruff and Turnhle £IS95 

ROMS 

Tnlrrn.iriMiul Karate £.6.95 

hmaPHdl EIS.95 

KiU duo. ........ £2.V'J5 

Mean Arena* £II.«n 

Kani!tF!>.«l.»ll L21.9* 

Ki»Ot"Thc R<ih..t« £2'J.D3 

Sim i.i re > i i "■■ 

Super S*M4UW. CALL 



FREE 
P&P 



GREAT 
PRICKS 



for I ft- IH l 

5p»c* C2ue»l 4 fALL 

Street Fighter 2 ......£9.93 

~raur.ii.al Mimicr ..£18.95 

T .-■!!. ..iiinr 2 £10.95 

Turn IjjihI.v ...CALL 

Viniml Lishr CALL 

fttr 32-BIT 
Man**!!"* Cti»mp.. £12.95 
i i,. ii.. ..flJ.M 

Whale* Voyeur £1395 

Tinnl £12 95 

for M-M I' 

ThimeP-rV £21 $ 3 

Tup tiesr 2 CAU 

Troll. . £9.95 

Zool.. £li-« 



THIS fS JUST A SMALL SELECTION OF THE GREAT 
SOFTWARE PRODUCTS WE SELL' CALL NOW ON... 

(01295) 73 0() 60 

FOR YOUR COPY OF OUR U\TEST FREE 
SOFTWARE AND SUPFLfES CATALOGUE 
FOR YOUR GAMES MACHINE OR COMPUTER 



ATARI 

JipiirCwKifc 122**5 AJkfi v Pnatatw £52.93 

AAdiuoniil Cuirtruller .. C22.9J Bniul Spons Fboflnll, ..„. fSU» 

Scan Lad £15.95 Out Drive !_._ £47 95 

I9u) ..■ Creseenrl GW.-y~- £42.9S 

'a irh : 

32-BIT PANASONIC 3DC) 

3DO Console, £M9.W Al<me la The Dark .. . -.142,95 

Additinml Ctmuatta... £JV.9S Cnipi'i I jir ISJJU 

rin ^ .in udilili E«ipe Moflfltf MaiKW SJ7.9S 

Jnhn Mattel* Football £37^3 

Liiuis iftore garnet liurd ill nui Ni-.hiTr---. _ [47,95 

IstfH "new |"v ni'rj'.i. ur." cutali.L- 



Djbo Dudra W 

H;i I.-. 

Tempest. SH*. 
WotfeaUCH ID 

RcAdRuh HUM 

SflwlcWivc ... 
SiurControtl i-if- 95 

Theme 1'a-V £42,95 

Twilled (Jamrtmy*... 157 .US 



Cheques A it Ci <mly mode payable to Ultra Software. Ptease Bend your letters tt; 
i i-i.i Soltwtrt (TOA1I) Pulling! WilLBroughton, Binbury. 0*o«OXI56A.F 



AMIGA REPAIRS 



FIXED CHARGE ONLY £42.99 hcl. 



• FIXED CHARGE IMCLUDE5 PARTS. LABOUR, DELIVERY, VAT 

• 90 DAY WARRANTY ON ALL REPAI R B 

• 24 HOUR TURN- AROUND ON 95% OF REPAIRS 
-ALL UPGRADES PURCHASED FROM US FITTED FHEE WITH REPAIR 
■INCLUDES REPAIRS TO DRIVE & KEYBOARDS, ADD ElO.Otr IF NEED 

REP LAC IMG, FULL DIAGNOSTIC TEST AND SERVICE 



Est. 

12 Years 



In 
Stock 



SPECIALOFFERS 



New Low 
Price 



A500 INTERNAL DRIVE S3BM 
Simple to fit. fully documented 

MXVAL200 INTERNALIMvEMl .90 
Simpie to fit fully documented 

K1CKSTART 1.3 ROM £25.00 
For software compatibility 

KIC KSTART 2.05 ROM £29,90 
Upgrade to A50Q+ KOM 

SUPER DEMISE £28 JO 

Excellent value 



68000 CPU 



£15,00 



A500 MODULATOR £18.00 

EichangeWepsir 

A500 KEYBOARDS £44.10 

Factory new, Genuine part 

FATTER AGNUS 3372 A £36.50 
1 Meg chipram compatible 

CLWC £920 

Printer, .Serial, Draw ports 

GARY IC £11.50 

PAULA IC £19.95 

ROM SWITCHER £18.00 






ATTENTION ALL DEALERS 



Our company now tiffer the most competitive dealer repair service. 

Full credit facilities available. 

Send for our FREE information pack today,.. 



CU 1 L/94 



We reserve the right to refuse repair for whatever reasons 
Prices Only valid with this coupon 

Service HOTLINE (0533) 470039 

DART Computer Services 

105 London Road 

LEICESTER LE2 0PF EE Computer -Services 
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ON THE BALL 
LEAGUE EDITION 
OUT NOW 



n The Ball League Edition 
takes football management 
simulations into a new era. 

Combining meticulous detail and 1 
realism with sensational animated 
graphics and an irresistible 
presentation, this is like no other 
footy-management game you have 
played. 

Now you must prove yourself as a 
club manager, and take your team 
to the top of the premiere league. 

See your matches played out 
infront of your eyes In spectacular 
TV style animation - and view your 
opponents matches, as they 
happen! 

Football fans were left drooling earlier in the summer when ASCON 
released On the Ball World Cup Edition. The game shot to the top of 
the charts and has left football fans eager for the League Edition. 





"Easily the 
best football 
management 
game I have 
ever played" 

That's whal CU Amiga said about On The 
Ball World Cup Edition - now you know, 
how car you miss the League Edition? 









WHAT A WINNER I 



Check out some of the rave reviews that On 
The Ball World Cup Edition received; 

' The best I've ever seen In a football 
management slm..,it will grip you and it 
won't let you go". Amiga Format 

"Unique and unmatched. ..you'll kick 
yourself If you miss it." C&VG 

"Sets the standard for others to Imitate" 
PC Review 

"For sheer; frolicking fun, On The Ball 
can't ba beaten" PC Format 

"The beat football management game I 
have ever played". Amiga Action 




OUT NOW FOR PC, AMIGA and A1200, Word Cup Edition out now on CD-ROM, featuring "live action" spoken commentary 



mm 



WORK I 



PROGRESS 



> 
< 




00 



J j- j I PROJECT: Cannon Fodder 1 

rj jftf^^E. BBSfi PUBLISHER: Virgin 
■ *»^^^*"*™»«* DEVELOPER: Sensible Software: 
"Die, mutant alien stoo Cambridge (Grapfifci); Stuart 

scum!" To begin this Campbell (Development, level 
month's Work in design}; John Lilley and Johnny 

Progress section watts (Mapping); joois 

Andy Nuttall asks (program 'tweaking'). 

Sensible Software a initiated: April 1994 
number of pertinent release: November im 
questions. He also 
goes on a bit about 
the game which 
some clever people 
are already calling 
"the sequel to 
Cannon Fodder." 



Girls who 'Hullo, Sensible...' 
like boys who like boys who 
like... etc." 

Eh? Sorry, is that Stuart? 

"ON, hang on. I'll just switch Blur 
off. {Clank, Silence.]" 

Telephoning Sensible is never 
easy. There's always somebody with 
a jolly jape, a laugh, a smile or a song 
(or a stupid way of spelling their 
name — Harry.) on the other end, 
and it seems as though Stuart Camp- 
bell, recently-appointed Develop- 
ment Manager and level designer for 
Cannon Fodder 2, is fitting in nicely 
to the Sensible fold. 

Do you remember Cannon Fod- 
der! Vou know, the one where you 
moved a bunch of soldiers called 
Tubby and Ginger and Lardy and 
stuff around fields of battle, pump- 
ing lead and shrapnel into the wait- 
ing Hun? No, perhaps you don't. 
Maybe you have a legitimate reason, 
like you've only just bought your 
Amiga or something, and so you 
haven't caught up on all the great 
games yet Whatever the reason, for- 
get all that now because — yes! — 
the sequel's here at last! 

My favourite bits of the original 
were the Jeeps, Skidoos and other 




Above: But wouldn't 1930's Chicago 
be an ideal place to begin a "shady 
organisation?" "No. you actually 
start in Beirut, effectively today," he 
reveals. "You start off by going ouS 
in Beirut and fighting, and then md-vi 
denly BAM! Alien Spaceship. And it I 
all gets a bit weird from there." 

vehicles, into which you could actu- 
ally pack all of your troops, Tardis- 
styie, and then scoot around in them. 
I hope they're coming back. 

"Oh yes, they certainly are," 
reveals Stuart "There are plenty of 
Jeeps, and some specially Jeep- 
themed levels where you have to do 
some pretty odd things with them. 
Which I think you'll like." Hurrah! 

"There are 72 levels, the same as 
before," he continues, "divided into 
24 missions. Again there are five 
graphic styles, but this time we've 
made them slightly, ah, different. 
There's a Beirut-style Desert-y level, a 
Medieval level, an Alien Spaceship 
level, a Chicago 1 930's level, and an 
Alien Planet level, We've basically 
super-imposed the plot onto the old 
game, which has the soldiers from 
the end of Cannon Fodder being 
hired as mercenaries by a shady 





^^ 




/e: So bang on, if these alien 
eship levels are "joined up" in 
way do you still finish a level 
e moving on to the next? "Yes, 
r- still ordinary, different lev- 
ays Stuart. "If you take alt the 
though, and join them all 
«r, you get an alien spaceship, 
e it would be in real-life." 

organisation, and then being kid- 
napped by aliens in a spaceship." 

JIM DALE 

As ittMnH lirt, v tn « "shady org an i- 
vitioii" is simply a front for the 
aliens, and the soldiers are whisked 
away to fight for them in a war on 
their home planet — against anoth- 
er tribe of aliens. But, to ensure that 
the soldiers are good enough to fight 
in this war, the aliens first travel 
through time with them and dump 
them in weird historical situations 
"It's 3 reasonably familiar science-fic- 
tion theme," adds Stuart, "usually 
known as the 'Universal Soldiers'. In 
fact, that may be the subtitle, but we 
don't knowyet," i A 

So who made up this, frankly, 
quite ridiculous storyline? "Well, me 
really," Stuart admits. "The basic idea 

lot twisty tugt'th- 
Idiers going to 
finB*We ga^Q^Tl happened while 
y were aileep^'Thew; will toe an 
in^, yes," e*p^in? Stu, "but i 
tell you what it is for the 
good reason that I 
it her, yet. " And this, if 
know, is medieval . 
nc 



gj^ams etc. ^L 








of time travel was already in place 
a hen I joined the company, but I 
figured that it still needed a bit of 
tying together, " 

These vehicles, then. Pre- 
sumably in an alien world you 
wouldn't get Jeeps and stuff — and 
nfy not in Medieval times. How 
has Sensi explained that one? "There 
are still three vehicles in each sce- 
nario, but they're changed," Stuart 
describes. "So in Medieval world, 
nstead of a Jeep, a Choppa and a 
tank you have a battering ram, a 
mechanical dragon and a witch in a 
little bubble. She flies around drop- 
ping bombs. But I can't remember 
exactly why.™ 

Something to do with Wizbail, 
perhaps Stu? "That's a thought," he 
ponders. "We could pretend that it 
was in some way connected. Ill have 
to think about that," 

I can't help but get the impression 
that Cannon Fodder 2 is more like a 
data disk add-on, than a true sequel. 
What's the Campbell verdict? «fa 

"In many ways it effectively is, 
yeah," he agrees, "It will have a com- 
pletely different style and feel to the 
original, though; there are fewer lev- 
els which are just sort of 'here's 
some jungle', 'here are some trees' 
and 'here are some guys to shoot' 
kind of stuff. And there are more lev- 
el j which are., well, strange games 
in their own right. Like I say, we've 
done some weird stuff with the Jeep 
substitutes, and there are a lot of 
biiarre new strategies which you 
must employ." « 

Last year there were certain, ah, 

troubles involving a certain body of 

eople representing the old soldiers 



with the original release of Cannon 
Fodder. Said it was disrespectful, or 
something- Presumably Sensi won't 
be expecting similar troubles this 
time around? "No. The sequel's more, 
erm, fantasy- based," Stuart says. "A 
bit more science-fiction than the old 
one, which was quite gritty, really. 
But it was meant to be light-heart- 
ed... No, that's the wrong 
phrase; oh, almost tongue-in- 
cheek, I suppose. It was very 
serious in many ways, though. 
While this is basically a similar 
game, it's a lot harder to take 
offence at, I think." 

Most people who I talked to at 
the time really respected Cannon 
Fodder as a mark of respect to the 
soldiers who fought and died in the 
wars. What's the Sens! vfew of all 
that a year on? 

"It's true," Stuart says, with a dis- 
tinctly earnest twang in his voice. 
"You didn't hear anybody complain 
about the likes of Smash TV, where 
millions of guys get slaughtered 
without remorse or even second 
thought. Or any other game which 
involves colossal massacre, really, But 
the minute you try to inject a bit of 





tly. the ihdUM0PHV 
the Alien Spaceship levej 
>« word of Mr Campbell, becaus 
.Fodder, tt was those dai 





sensitivity into it; like giving all of 
your soldiers names; then sudden- 
ly everybody's down on your head 
like a ton of bricks." 

PASSCHENDALE 

Perhaps CF2 will offend some aliens 
this time. Maybe there's a kind of 
extra-terrestrial version of the 
British Legion out there, waiting to 
pounce as CF2 hits the shelves? 
"It's a nice idea," Stuart laughs. 
'"Dear Virgin, I am Bil from 
planet Zog, and 
J ve never been so 
offended in my 
life," Bloody 
weirdo sick 
aliens from 
another plan- 
et, I wish they 
were all dead. 
And you can 
quote me on 
that" Okay 
^M Briefly changing 
the subject back to CF2, 
what else is different from the 
first game? "We've paid a little bit 
more attention-to- detail now," he 
says- 'All the maps from the alien 
spaceship level, if you were to join 
them all together, would actually 
foem a sensible [no pun intended, 
m sure — Andy.] and coherent 
alien spaceship. There's a giant over- 
all map of all the spaceship levels 
together, which makes sense and 
joins up and everything. We've 
spent quite a bit of time on that." 
Also Sens) has tried to link the 
first levels of the sequel with the 
last levels of the first game, so that 
players don't feel too uncomfort- 
able with the new areas. A kind of 




I the jungle of Cannon 
|ii had man-traps, What 
have in, say, 1930'* 
r... Now, that's a que*, 
grins. "I can't remem- 
If of the traps are... 
spaceship there's kind 
fied floor, And... Oh, 
F«minib«f .' 

gradual introduction, if you will, 

"Beirut and, to a lesser extent, the 
Medieval worlds have a thread of 
continuity running through from 
Cannon Fodder," says Stuart. "They 
look as though they could have been 
dropped into Cannon Fodder, if you 
don't look too closely at the little 
knights in Medieval times. Inciden- 
tally, another Amiga magazine has 
already printed pictures of the 
Medieval levels, and printed Hey, 
look kids — the Jungle levels are 
back!' Seemingly not noticing that 
they were actually little knights in 
castles, 

"With Beirut especially we've tried 
to keep some continuity going, so as 
soon as you comejnto it you've got 
a sort of familiarity. And then it 
starts to go weird on you; so in a 
sense you should feel like the little 
guys would feel themselves on being 
suddenly kidnapped by an alien 
spacecraft," 

Hey, nice twist, 

There is one other thing worth 
mentioning; the new ad slogan for 
CF2: "War has only ever been this 
much fun once before." Bloody 
clever, it you ask me. Q 
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radars of the September 
ssue of The One will remem- 
ber the first part of our Work 
In Progress on King of Thieves. 
Already well-known for their superb 
blast-'em-up Alien Breed, Andreas 
Tadtc and Rico Holmes are plunder- 
ing and looting more distant shores 
for their next project. 

Of course, we know most of you 
who did read it were probably stand- 
ing in Smith's at the time, so here's 
Rico Holmes, the artist behind KoT's 
graphics, to, ah, fill you in. 

"The actual game, right from the 
start j was meant to be 
based along the lines 
of Risk,' he says 
"Or, as loth as I ' 
am to say it — 
and please don't put it 
Into print ~ something like 
Defender of the Crown." Hmmm, 
too late. 

Offender of the Crown, for the 
latecomers, was an early case of 
AM AN r (AM Mouth And No Trousers) 
which appeared around 1987; a 
strategy game with hardly any 
gameplay but a decent line in graph- 
ics. Rico and Andreas intend to have 
thair takes and eat them, because 
they're planning on varied gameplay 
to complement the fab graphics. 

"In King of Tnfeves, during 
your strategic con- ygMMl 
quest of England ^k 
various quests will (, 
come up," explains 
Rico. "The quests mean 
that you can go on one of 
many arcade sequences: attacking 
the castle with a catapult, dropping 
rocks from balconies, or going on a 
midnight raid on the village." 

Although the underlying story of 

the game is similar to Defender of 

the Crown, Rico didn't consider that 

game to be an inspiration. "Funnily 

enough, my inspiration for the game 

came from playing Pirates Gold; 

which is such a diabolical game! " he 

laughs. And 'Scoop" Nuttall pounces. 

Er, can we print that then? "Ah, 

I'd probably get hung, drawn and 

quartered if you didl Oh s**t. What 

have I said? Seriously, it does 

have a really weird atmosphere, 

though, so it was quite inspir- 



Yes, those crazy, wacky Swedes have been at it again I King of 
Thieves is shaping up to be... well, a game, and Andy Nuttall was 
there at Rico's house to check it out. (Actually, Andy phoned Rico 
from North London. You'll just have to use your imagination.) 



ttCT: King of ThlfiVtl 
gSMER; Turn 17 
BtoPER: Rko Holmes 

{graphics); Andreas Tadic 

(programming |. 

AT ED: Hay 1994 
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•n the main text, Rico wails about his problems with drawing sprites — 
although as you can see, he Hat no such worries with background*. 
"Looking down from th* fide he looks flat against the screen, It looks like 
you're viewing him from t**t side, rather than from th« tide and above." 

Surely you'jr* just being picky, Rico? 



o 



ing. Despite being diabolical-" 

I'm determined that the King of 
Thieves WiP will be more interesting 
than the long-running (and increas- 
ingly boring) Sens/ World of Soccer 
diary that finished recently. For a 
start, it's bi-monthly, so hopefully 
until its release we'll be providing 
you with newer and more fabulous 
graphics as Rico churns them out 
and there'll be a few tales of woe 
and excitement from the boys along 
the way. Hurrah. 

Rather unfortunately, (for me at 
any rate) Rico hasn't read the first 
installment yet. "I haven't had a 
chance to/' he explains. "Of course, 
being out in Sweden we don't get 



too many British magazines, but I did 
see it in Copenhagen airport for 
£9.50. So l thought 'forget it!' I 
had a quick read, for as 
long as they would let 
me in the store there." 
(Why, Andy, you com- 
plete arse, didn't you 
send them a complimenta- 
ry copy? — Simon.). 

ROY CASTLE 

Since we left him two months ago, 
Rico has been working on the castle 
level, a sort of Chaos Englne-y part 
of the game in which your character, 
the 'King of Thieves', runs around 
slaying early medieval baddies. "It's 
not completed," he admits, "but the 
whole engine is working there. Once 
that's ready we can just pump in 
other modules to it. To date I've 
been doing various things on the 
arcade- style levels, graphics-wise, 
and we've got quite a few varieties 
on the single castle setting." 

There are two types of arcade 
game here; offensive and defensive 



— the offensive being the perspec- 
tive arcade sections of the game, like 
the castle. When you win a battle in 
the strategy section, you can then 
actually wade in and take the castle 
using tried and trusted arcade shoot ~ 
em-up techniques. 

"Basically, a castle's a castle." Best 
quit with the technicalities now, eh 
Rico? "Most of the castle graphics 
are generic," he continues, "but each 
will have something which is dis- 
tinctive. I've worked on a village 
level as well; a medieval-cum-Tudor 
hamlet which you can wander 
around. I had been working on a 
Forest level, but that didn't 
quite work out," 

From the previous 
WiP you may remem 
ber a screen shot 
containing a 
number of 
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making up some forest-type 
Some grass, and a few tree 
, that sort of thing. "Yeah, tree 
r-_ilts — you've got it exactly," 
antftuses Rico. "If you look at the 
castle level, everything has been 
sheared off at one set level. It's a 
-^•■nod which works in the castles, 
and rt works in the village where you 
just shear off the houses. But in the 
forest it just looks like you've got a 
load of tree stumps instead of trees! 
So it looks like we're going to have 
to kilt that one altogether, unfortu- 
nately. It took a hell of a lot of work 
as well. 

"I had thought about doing 
something will poplar trees, or little 
fir trees, so their tops wouldn't be 
cut off, "But it would all start to look 
a little Scandinavian..." 

Mow about Bonsais? 

"...or — yes Andy, hqw amusing 
— Japanese, Hardly Odd English, 
though!" he laughs. 

The pair are unlikely to create 
another level to replace the Forest, 
simply because they don't want too 
many levels of a similar type in the 
game. "Otherwise people are bound 
to label it a Chaos Engine copy, or 
even Alien Breed. Rumours which 
we're still hearing, for some reason," 
Rico moans. 

In Chaos Engine and Alien Breed, 
the main characters are firing lasers 
and other weapons — but in middle 
England they couldn't be doing that, 
ohu. So what exactly are they using, 
then? "We were originally going to 
have him running around with a 
sword, and hacking 'n' slashing, but 
you don't really get an arcade feel 
to the game that way. For the King 
of Thieves character, he's got a ban- 
dolier of throwing -knives. Basically, 
he's chucking daggers at people, so 
you get a feeling of shooting a bit," 

The KoT character is your guy, 
your hero, and you follow him 
throughout the game- 
But, curiously for 
such an integral 
part of the 



game, neither Rico nor Andreas has 
thought of a name for him so far. 
"Well, we could call him Rico," he 
jokes. "I quite like that. I really hadn't 
thought about it — you've just given 
me a really good ideal" 

He even shows up in the Risk-style 
strategy scenarios. "Getting back 
to... oh, I'm reluctant to say it 
because people are bound to label it 
a Defender of the Crown clone. But 
you know how you played Cedrie of 
Ivanhoe in, er, that game, or what- 
ever you chose your character to be? 
In King of Thieves you have a set 
hero. He starts off as a pirate. And 
then he bandies together with all his 
lads, and suddenly you've got a con- 
quest of England." 

BARBARA CASTLE 

Because it's set during feudal times, 
the ultimate goal of KoT is to regain 
the crown, which is held in a drag- 
on's cave right at the end of the 
game. The only person who can get 
through the portals of the cave, 
which are magically held, is the cur- 
rent er, King of England — so you 
have to slay him too. Once everyone 
else is defeated, then you get a 
chance to go into the cave, and that 
section will be like, say. Prince of Per- 
sia, or Flashback; that kind of thing. 

"Such a level will involve getting 
past the traps, solving the puzzles 
and then getting right down to the 
actual dragon," Rico explains. "You'll 
have a scrap with him, and then 
you'll get the crown if you win. And, 
er, that's the game, basically." 

There's a kind of inherent problem 
with games which have tried to do 
something along the lines of Prince 
of Persia or Flashback. Simply put, 
they're not always very good. And 
since we've been spoiled by the 
quite brilliantly roto- 
scoped 




"The Chaos Engine-style thing coven both the village [pictured here] and 
the castle." explains Rico, "and we'll have a Prmce of Persia-type level as 
wall. Then there will be other arcade-sty I* sequences for when you're 
attacking. For example; the catapult section has you're knocking the crap 
out of a castle. It's based on a Tanfci-style game, where you're shooting 

across a landscape that's four or five screens wide, and you've got th* 

wind and angle to take into account..." 




> 



"...And then there's also an Ork Attack-type of game," he continues, "where 
you'v* got a load of blokes climbing up your castle wail, and you have to 
defend it by dropping oil or rocks on them before they reach th* top" 



e'w-e got a ship-to-ship attack, where you've got to smash 
their ship with a huge ballista. It will be a bit like Operafron 
Woit. that sort of thing. Without blowing my own trumpet, 
that one I notes pretty good" And this i* the background, 
Apparently, although this pic used 2S6 colours, loads of action 
n oveiiayed in the game, as well as layers of parallax, Blim«;- 
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AND HERE'S ONE I 

PREPARED 
EARLIER... 

ef ore creating his stunning 
24-bit colour images, Rico 
begins by sketching their 
outlines. When we spoke to him, 
he had a whole load of sketches, 
which were waiting to be coloured 
and painted, and here are three for 
you to look at. "I always sketch 
directly to computer now," he 
says, "but they look like pencil 
sketches anyway because 1 work 
on a 24-bit colour board with a 
drawing tablet." 




•The object of one of the many 
quests is to retrieve Enealibur," 
Rico explains. That wilt be one of 
the arcade sections, wrth the inward 
at the end of the le**l. "It will be 
needed later in the gam*, but to 
say why would be to give far too 
much away 



"These gate* are the entrance to 
one of the final levels," says Rico, 
"only acee«lbk when you've con- 
quered all of Britain-" Basically, 
you have to be the last man stand- 
ing to get in, and so same pretty 
nifty work with the old throwing 
knives is necessary beforehand. 
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animation featured in Flashback, it's five frames to play around with m 
very difficult to readjust to the likes any direction. We're definitely going 
of impossible Mission 2025 (to name to have to increase that, though, 
a game at random) which in com- because it just isn't enough, 
parison looks remarkably unrealistic. "And then there's the angle that 
How will the final section of King of he's standing at. You're looking at 
Thieves shape up? him from a 45 degree angle from 

"i've experimented with rotoscop- above, so he's going to be foreshort- 
ing a long time ago," Rico reveals, ened. And I really do want to avoid 
"It's nice, but it's very hard to tie atl those really horrible short fat little 
the frames together. You get one blokes you end up with in many 
sequence of frames when he's walk- video games. I want him in realistic 
ing, and then one when he's jump- proportions, but still looking right, 
ng: but tying those two together so 



the character moves fluidly is very 
difficuft. I was very impressed with 
what Delphi ne did with Flashback. 
They spent an awful long time doing 
that, and I'm aiming to do something 
as good for King of Thieves, 

"But I'll admit to you and I 




WINDSOR DAVIES 

It was about this point that I remem- 
bered I was having a fine chat with 
somebody in Sweden. Obviously, you 
may be forgiven for thinking, but 
normally when you speak to some- 
body in Scandinavia or wherever, 
to everybody now - - that their English is slightly damaged, if 
doing sprites is just not my forte, not entirely broken. Rico's English, 
Backgrounds, scenes, pictures and however, struck me as particularly 
large animations yes, but tiny sprites bloody good- Better than mine, some 
no We've got a couple of other lads might say. 

at the office doing graphic; I'm "I am English, you fool!" laughs 
going to have a word around and see Rico. Oh, how embarrassing. "I've 
If there's anybody who can do the been living out here for, oh, god 
sprites for the game knows how many years. I had beer. 

"At the moment they're looking working with Andreas for a couple of 
very flat, and we've got to do some- years before we'd even met, and one 
thing so they actually fit in with the day we thought it was about time we 
background rather than standing out got together — so i came out here. 
from it. That's one of the things I "We had a terrible party that 
want to do this week." night; or a big party, anyway. I met 

Surely though, if Rico can produce my girlfriend there, and I thought: 
artwork like this around the page, it 'Wow. I'm staying."' 
cant be too hard to knock up a few From next week onwards, Rico and 
sprites. Can it? "There are so many Andreas are to be working on the real 
things in sprites which have to be core of the game: the strategy sec- 
spot on," he says Take the face, for tion. In a couple of months' time, 
instance. To get someone with a 
heroic-looking face in about six pix- 
els is a hummer, There's also the game should be shaping up pretty 
human-like movement within a few damn nicely. — 

frames, so you've got maybe four or See you then, er, then! 




This rather, ah, so/ftf-looking man is 
Andreas Tadic, who we'll be speak- 
ing to quite a lot for the next install- 
ment of King of Thieves. Hico would 
like to mention that his state of the 
art birthday present, which Andreas 
bought him a week agio, was a VIC- 
20. With Frogger and everything. 



we'll bring you part three of the Work weeks because it was crap, 

in Progress, by which time the whole teaching me anything Just 

y , . . everything t ve done I ve ta 




Strangely, Rico has never studied art 
formally. In fact, he used to be a 
builder. "• did go to study art, but I 
dropped out of the course after two 

It wasn't 
about 
verything I've done I've taught 
myself." Including, it seems, the 
curious ability to grow smalt plants 
out the top of one's head, 



jinn Sachs was responsible for the graphics for Defender of the Crown, Was 
he any kind of inspiration for Rico year* ago? No. he never was, actually I 
Uivcd Defender of the Crown, because it w« good for the t.me, but graph- 
ics-wise, not really. They've just done Defender of (he c™wn 2, for the 
CDS 2 and do you know wh,-it they've changed? Instead of having to beat 
everybody, you ve got to beat everybody within a time limit and coilett 
some ransom money. It's eaactly the same game " 
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'well, Macbeth had witches to 
advise him." says Rico, cryptically. 
Vou can sec the resemblance 
between the sketched witch and 
the coloured faces we printed two 
months ago. These sketches are all 
to be completed and painted up 
in 256 colours — so well try to 
bring you them next time. 
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Yes, Brighton Fans, it's another football management game. Simon Byron makes a 
herculean effort to remain interested. There will be no J it's Premier Manager and this 
time it's three' joke. Shame. 
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know we go on about it endlessly 

but Premier Manager 2 has soid 

billions of copies, And it's still In 
the charts, a year after its release. 
>ust who is buying it? it's getting no 
additional publicity, no coverage in 
magazines {except for our recent 
compo. of course) but still some 
Amiga owners Are meandering down 
to the shops, gawping at the shelves 
stacked full of software and thinking: 
"Hmm, well I can either buy fluff 'n' 
Tumble (out now), Aladdin (out 
soon) or.,. Premier Manager 2 ibeen 
out for yonks)." 

fn fact, I reckon that one in every 
two Amiga owners possess a copy of 
this game. And to prove it, I'm going 
to do a bit of research. I'm going to 
ring up a number at random and ask 
someone if they own a copy. Here 
goes (and all this is true}. 

"Hello?" 

"Hello, I wonder if you can help 
m*. My name is Simon Byron, Editor 
of The One, a computer games mag- 
azine published by Efvyyp Images. I'm 
ringing around the country to try and 
work out how many people own Pre- 
mier Manager 2. Do vou?"^^'^-- 

"Who did you say you were?" 

"Simon Byron 
magazine."' 




PROJECT: Premier Manager 1 
PUBLISHER: Gremlin 
DEVELOPER: Realms of Fantasy: 

John Atkinson (programming); 
Alex Kewin (graphics). 
initiated: February 1994 
RELEASE: November 1994 
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''W* changed the way th* matches were shown in Premier Manager J." 
offers John, "and we're doing it again for PM3. In the first game, tiny 
pictures popped up at significant moments in the gam*. In the sequel, we 
used 'lights' to show key incidents. For this game, we're using an isometric 
view to show the match highlights." 



"One magazine?" 



A little inconclusive, granted, but a like that thing girls get every month), 

worthy attempt at investigative jour- and now PM 3, So how many has PM2 

nalism, I'm sure you'll agree. If that sold exactly? 

Editor of The One was you I spoke to then I'm sorry for "Er, you'll have to ask Gremlin." 

hanging up, but you weren't exactly Okay, sod this then, It's obvious 



Surprisingly, John's not a huge foot' 
ball fart — it's his games-playing 
experiences that led him into the 
management genre. "I'm not really 
that into' football — I just used to 
play management games alt the 
time, for some reason," he reveals, 
making my first sentence almost 
redundant. 

lArnie} s before writing the original 
Premier Manager for Gremlin." 
So why do yet another Premier 



being helpful. And anyway — if it that everyone's being cagey, so let's Manager game? "There's a demand 
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The One. Do you own a copy of was you then why are you reading have a more in-depth chin-wag with 

The Onef You claimed you don't our Johnny and find gut a little bit 
have an Amiga. (Obviously because of more about his background, 
ou r c unn ing wit — Andy J . " I wa s a f reela nee progra mm er for 

Anyway, one person who does a while, and the first management 
know quite a lot about the Premier game I was involved with was Multi- 
Manager games is John Atkinson, player Soccer Manager." he reveals, 
programmer of PM1, PM2 (sounds "I worked on games for Zeppelin, 



Premier Manager 27 Ifs by Gremlin, 
"Is it a book?" 

"NO. Do you own an Amiga?" 
No." 
"Know anyone who does?" 
"No." 
"Goodbye then." 



for it, pure and simple," outlines 
John. "This kind of game is popular 
because football is popular, People 
always think they can do better than 
the manager of their favourite team. 
"Their popularity may have some- 
thing to do with the fact that they're 
all long-lasting games as well — you 
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- The phone from the previous two games has been revamped. Now, 
owner* are treated to a fantastic sampled "hello" when the call is 
There are load* of samples for machines with 2Mb of RAM, but 
t confident of squeezing them into normal ASOOs. 




* * * * * * 
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certainly can't 'com piste' them as 
easily as you could an adventure or 
an arcade game. If you buy one then 
you can be sure you'll be playing it 
in several months' time, 

"It's amazing how much corre- 
spondence both Premier Manager 



Right: 
Mmm... to 
that's where 
Matt't beard 
has gone. This 
referee (one of 
many) isn't partic 
ularly lenient and 



treats harsh tackles with 
games generated. We ve had load* 3 Mrd pf fQmff ian 

of people writing in and suggesting important event* are detailed using 
things we could do to improve the these pop-up pictures, whilst the 




game, and we've read every one. The 
"nain difference* are in the tactics. 
In PM3 you can specify exactly where 
you want every player to play. The 
pitch is made up of 15 zones, and 
you can place players wherever you 
want. You can even give them addi- 
tional instructions — such as where 
to pass to and stuff like that — 
which gets you much more involved. 
You've also got to watch 
out for aggressive play- 
ers and strict referees. A 
combination of the two 
will result in an 
increased number of 
bookings. 

"Bad challenges and 
stuff are calculated like 
this: you've got varying degrees of much before getting into the sea- 
rrf trees, from soft to hard, and a son," explains John, "He'll also deal 
certain amount of aggression. The with injuries, and even sack players 



u 



rest of the match is portrayed with 
the little men on the pitch who 
move about, showing yau a more 

general picture. 

sponsorship boards and dealing with 
the day to day stuff that proper man- 
agers don't bother with. Of course, if 
you feel you can tackle everything on 
your own, then simply switch him 
off. If only life was like that. NuttalM 
Where's your 

switch? 

"When you first 
meet your Assis- 
tant Manager, he 
trains your squad 
up so that you 
don't have to 
mess around too 



Who is this? 

35 

A woman on the phone 



game looks at these two values and 
pefforms certain calculations, taking 
nto consideration an element of 
dunce. At its simplest level, a play- 
er with low aggression has, say, a 
one in a hundred chance of being 
cooked, whereas a player with high- 



he feels aren't performing to the best 
of their ability. 

"He is there to help," clarifies 
John. "He won't sneak around 
behind the scenes changing things 
you've already set." 

Premier Manager 3 will, as is usual 



er aggression will have a one in 30 for these games, be as up-to-date as 

chance of being booked. Or some- possible ("the final details will be 

thing like that, anyway." input the week before release,' 1 

For the first time in the Premier offers John) and will come with more 

Manager series, you'll be helped in statistics and stuff than any of the 

,gjt role by an Assistant Manager, previous games. Hut how will it 

He takes care of the less important stand up against its competition? 

matters, such as sorting out the "We're not worried," he grins. 



"We obviously pay a 
lot of attention to the 
other games, but I 
think there are 
enough differences 
between them all to 
warrant purchasing 
more than one Pre- 
mier Manager appeals 
to a wider audience 
than Championship 
Manager because it's 
a lot more user-friend- 
ly. Also, the Champi- 
onship Manager 
games are quite slow 
because they're writ- 
ten in C The PM games are 
written in 1 00 percent 
machine code, so 
they're a lot 
faster.'' 

If you 
played our 
amazing 
Sensible 
World of 
Soccer 
demo last 
month then 
you'll know 
all about the 
managerial 
aspects Sensible 
Software is sticking 
into is all-conquering footy 
game. Is John worried? 

"We always come off second best 
to Sens//' he concedes. "Last year 
Cannon Fodder prevented us from 
being Christmas Number One. This 
year, it sounds as though things will 
repeat themselves." 

Football management games are 
difficult beasts to improve upon, At 
the end of the day there are only so 
many new features you can put in 
without making 
the game overly | 
complicated. 
After all, at the 
heart of the 
game is a simple 
program which 
generates scores 
based on ran- 
dom elements, 
coupled with 
the player's 
decision; and 
anything on top 
is merely icing 
on the cake. 
Gremlin is confi- 
dent that Pre- 
mier Manager 3 
will be the definitive football man- 
agement sim, and if all the features 
it's promising are implemented cor- 
rectly then we could be looking at a 
three-figure review score here How- 
ever, any faults the game has will 
undoubtedly be corrected in the 
inevitable Premier Manager 4. 




Although Premier Manager 2 Is Still 
riding high in the charts, John thinks 
that the release of this sequel isn't 

coming too !OOn, "Premier Manager 

2 was released last November, and 
Premlmr 1 was a year before that. I 
think people are ready for another 
game now, and just before 
Christmas is always a good time to 
release a piece of software." 




John attempts to describe the differ- 
ences between this game and the 
original Premier Manager: "There 
are loads more tactics in Premier 
Manager J, and, erm... ooh, I can't 
remember much about the first 
one." Hmm... This, then, is the tec- 
tics screen, and you can clearly see 
the 15 zones in which you can place 
your players. 
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Just like in the first two games, 
ground renovation is almost as 
important as scoring goals. After 
all, there's no point getting your 
team into the Premier League if 
your stadium can't accommodate 
the amount of fan* flocking to 
■ee your all-conquering team, is 
there? 
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Take one very daft game, and one very silly new developer. Add the slightly bonkers 
Andy Nuttall to find out the details, bring to the boil and serve immediately. Hey presto! 
An instant Catfish straight from the, er r Ocean... 

PROJECT: Mutant League Hockey 



PUBLISHER: Ocean 
DEVELOPER: Catfish: Adrian 
Brown (Lead Programming); Paul 



Catfish. Ocean. A fortunate fink 
perhaps, but maybe the 
Manchester company would 
consider employing other deveiopers 
which could happily swim in the big 
pond: Cod, Plaice, or maybe even... 
Turcot? Thinking of a tithe for your Carpenter (Programming); Steve 
new games development bouse? f M ^„ (Graphic Conversion and 
Think again, that's my tip. mj _ 

"We are a new company." Catfish **M6 FX); Stuart Collier (Muik); 

itself has only been going for about Andre Had in (Bui in ess 
four or five months, and Mutant Management> 
league Hockey is Adrian s first pro- 
ject- Adrian is one of Catfish's pro- INITIATEp: |«ne IW4 



g rammers. He r s newer programmed 
a game before, but in his words 
"Other people around here have — 
our graphic artist, for 
instance, has done 
lots of public 
domain things and 
a few games, and 



RELEASE: November 1994 

"The intervals between the 
games stars a character 
called Zambodie, who 
is a big green slug," 
explains Adrian. As 

you can see. teilVs. 
"After th> whistle 
blows, he tomes an 
to the ice fallowed 
by a woman who 
whip* him as he eats 
all the debris left on 
the rink." Nice 



of course, most 
of our pfo- 
grammers 
have done a 
few games 
in the past," ally faster than the others, 

Mutant but they're more prone to slipping 

League is up on the ice, for example. 

hockey, but "You get an assortment of 

instead of ju st wea pons thrown onto the pitch from 

players, like in a the crowd: chainsaws, maces, that 

sort of thing, which you can pick up 

and use against your opponents," 

describes Adrian with aplomb. "To 

get the puck you can either charge 

into your opponents and hope you 

knock it free, or you could pick up a 

weapon and hit them with that Each 

character ha< its own energy levels, 

so after you hit them a number of 

times they literally explode, with 

blood and guts flying ail over the ice 

rink." Hmm, I think I see a certain 

familiar pattern forming. So, parents 





As well as the brutal on-pitch action, you can also go into a 
separate fight sequence, which is "quite nice," if you listen 
to Adrian. "If you lay into someone without a weapon all 
you can do is punch them, and if you repeatedly punch 
them enough time* the screen changes to a side-on fight. 
The two characters are now half-screen sized, and you can 
punch your opponent that way instead." 



football game 
you have foot- 
ball players, in 
mutant 
league you 
have trolls, 
skeletons 
and robots. 
Each has its 
own character- 
istics: the larger 
ones are slower, 
the robots 
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are usu- take heed, this is not a nice game. 



PUCK OF POOK'S HILL 

"It's basically blood and guts-type 
stuff, but it is good fun to piay as 
well. Providing you don't want a 
really serious game of hockey, that 
is," Adrian adds, cautiously, "You can 
obviously do all the things in real 
hockey; like scoring goals and stuff, 
because that's a legitimate way to 
win the game." 

The other, perhaps illegitimate, 
way to win the game is to massacre 
all your opponents, which ends with 
you chalking up a win by default. "I 
always go all out to annihilate the 
other team. When they drop down 
to two players remaining, they have 
to forfeit the game; and that's defi- 
nitely the most fun way to play it." 

Obstacles include holes in the ice, 
which are caused by players running 
into a mine which then explodes. 



Other players can then fall under the 
ice, so it's easy to lose players that 
way — or you can even push your 
opponents in! "There are sharks 
which go around under the ice, and 
you can trip over their fins — and of 
course the dead bodies remain on 
the pitch, which adds to the melee." 
Adrian is really revelling in this you 
know. I can tell. 

So is there a story, or is it just the 
case that there are these weird 
beings playing hockey? "As far as I 
know, it's just the case that there are 
mutants playing hockey," Adrian 
fumbles. "Hang on, somebody's 
shouting m«.„ oh, apparently it's 
after a nuclear war, and that's why 
they're all mutants." 

It's no good, I can't stand it any 
more. I've just got to ask. Is Catfish 
familiar with Millennium's Brutal 
Sports series of games? "I have 
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them," admits Adrian. "But 

:e difficult to compare them 

t League, because apart 

being violent and on a sports 

they're quite different." 

the Brut at Sports games, 
battle different teams repre- 
the same type of animal, the 
r League teams are made Up 
• number of different species; 
species' is the right word for 
and suchlike. You might get 
$ and trolls fighting for the 
same cause, for example, so inter- 
ntiM harmony is the order of the 
u* There are 23 different teams, 
so of course we have some teams 
containing just one race — the Ter- 

— "-ator Trails are, rather obviously, 
just trolls." 

Sadly, though, there is to be no 
buying and selling between teams, 
to make up your own personalised 
gang of ruthless mutant thugs. 
Instead, the 23 teams are set at the 
start, and you can take on any one 
of them in a race to kick heads. Adri- 
an kicks in once more: "Different 
teams have different abilities; the 
better they are the faster they move, 
but the more feeble ones begin the 
game replete with weapons. 

"There are no real management 
options, no, but you can act like a 
manager and swap around your 
c ayers during a time-out. Also in the 
■ -e-out, you can tell your 
players to initi ate a spe- 
cial play, which could 
be 'kill goalie', 'armed 
and dangerous', 'kill 
referee' or one of a 
number of others. If 
you select 'kill goalie', 
then during the next 
period of play you can 
activate the special play 
and all your players will 
kick, in your opponent's 
goalie until he dies. Obviously that 
then gives you an advantage while 
you're waiting for a new goalie to 
tome on to the ice! 

"You can bribe the referee as well, 
of course," he adds, Oh, naturally, 
"Players can be penalised for any- 

— ^g from excessive violence to ter- 
-r nation penalties. But, if you can 

p money which is thrown on 
rink along with the weapons, 
providing you've got enough 
Honey you cart bribe the ref to send 
one or two of the enemy players off 
far stupid things — like skating on 
the ice. for instance!" 

PUCKISH GRINS 

For the Amiga the boys are making 
two versions: one for a 1 Mb A500. 
and a 1 200-specific. Also, although it 
hasn't been decided yet, they might 
be doing it for the CD32 as well. 
'The A1200 one's got more fea- 
than the other, simply because 
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there's more memory to play around 
with," Adrian enthuses. "On the 
A500, for example, we couldn't fit 
the action replays in, and there 
wasn't enough memory to fit all the 
skeletons, the troll:* and the robots, 
so you just get two of the three at 
anyone time, 

A1200 owners will be lucky 
enough to find features like the 
'demon goalie,' which is a mutant 
goalkeeper sitting by the goal, con- 
tinually opening and closing his 
mouth. You can only score when his 
mouth's closed, so you have to be 
quick — but if you do it he'll start to 
writhe around and eventually 
explode. "The A1 200 game's 
also got action replays, 
which you can select 
during the game or 
in an Interval, "Ade 
adds. 

"We also had 
to cut out half the 
number of sprites 
to conserve mem- 
ory, so when a 
player turns around 
it's actually the same 
sprite reversed. It's a bit 
slower this way, because 
the computer has to flip the 
graphics itself as the game pro- 
gresses — but if we hadn't done it 
this way, we could never have fitted 
it into an AS 00. As it is we've 
had to cut out a lot of 
the 'in-between' 

frames as well," (sob). 
On the A12GQ, just 
to cap all the added 
extras. Catfish has 
decided to make the 
game hard drive instal- 
lable, and also bring in 
a couple of features 
which Adrian describes 
as "hard drive extras." 
Basically, he means some of the fea- 
tures which had been cut on floppy 
to avoid excessive disk-swapping can 
be included on a hard drive. 

"In the disk version, to keep the 
game going it doesn't go to the pop- 
up screen every time you score a 
goal," he says, Fair enough, because 
I'm sure you would agree it would 
be awful to have to swap disks every 
time you score. "With the hard 
drive's quick loading speed we've 
been able to put them back in 
again." Excellent. 

Thankfully, at last Amiga owners 
will get a game which is actually 
enhanced for the hard drive — and 
about time too- Sadly the A500 ver- 
sion will be floppy-only, because of 
memory restrictions. Of course, time 
.-iloiiH will tell if Mutant League Hock- 
ey proves to be a good game. But 
there's a new company in the Amiga 
ocean, and Catfish could be a name 
worth, ah, hooking in the future. 



Unluckily for the green team, 

which happens to be me in this 

case, the big yellow git smiling 

and skating towards the goal just 

'sacked' me (as J believe the 

American Football terminology 

states) straight down a hole, 

Never to return. 





To squeeze the graphics into the A 5 00, Ad run had to 
write a routine to compact them all, and then extract 
them in real-time as the game plays. "The Al 200 ver- 
sion's got enhanced graphics, with more colours and 
stuff," he explains. "When we got the graphics from 
the Mega Drive there was nigh on 2Mb Df them, just 
for the players. That's before we added in the ice rink, 
the pop -up*, the puck and the goal." 




Originally, when Ocean approached Catfish to write the game, it was going 
to be for the A1200 specifically. Then Adrian found he could fit a cut-down 
version into an A.500 plus or an AGQ0, with their 1Mb of chip RAM, but 
problems occurred with the A500, as he describes: "The original A5G0 only 
has half a meg of chip RAM, and half of fast RAM. and you can't normally 
store graphics and sound in fast RAM." Thankfully, they got around It and 
all's now wel 
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God f is there any end to these stupid head- ^P^fTI ? ** rdrive 
lines? As long as there are games, and Andy ?M?i.ish(eb= us cold 

Nllttall, then it WOUld appear not. Thankful- DEVELOPER: Denton Design*: Richard Beiven, Jon Hup, Roy Bur- 
ly this one, at least, has something vaguely nam l^™™™.'.! 1 **' * nd T J!' ob,e .. ( ^f tion *^f r *! ,,,k *l 
to do with the subject matter. 



Chatting to you about the ins 
and outs of racing games in 
the pages of The One is 
becoming something of a habit. 
Overdrive, Skidmarks, Turbo Trax, 
The Big End... ooh, and ali the other 
ones. And that's just this year. 
^ .US Gold is currently parading its 
'new' racing game up and down the 
-», media catwalks, with the proud 
boast that it does, yes, offer some- 
thing which the others don't. And, 
at first glance, l r m inclined to agree. 

The cars, for a start off, were cre- 
ated using a* rendering package 
called 3D Studio, Using between 
32,000 and 42,000 fates [polygons) 
to make the model of each car, the 
models were then reduced to the 
jfie required for the Amiga, Stuart 
Hibbert of US Gold talks us through 
the game. 

J 'At the moment, on the Amiga 
the ears are roughly 48 by 43 pixels, 
but we're going to increase that. 
Cteh car is made up from 96 frames, 
which gives a very smooth anima- 
tion, and the front wheels are dif- 
ferent sprites, so they independent- 
ly of the car." 

The wheels turn! Watching them 
is a weird experience — it's almost 



like as a child when you have those 
little model cars with a working 
steering wheel, and seeing the 
wheels turn for the first time. Child- 
ish, but — hey, it's never been done 
before with a computer game. "The 
wheel turn is very useful, especially 
when you're reversing — so you 
know exactly which way the car will 
turn/' Stuart adds. 

Still with the emphasis on realism, 
the development team, Denton 
Designs, has also gone to town with 
the sound effects, which were pulled 
from a vast effects library, "We're 
using a library of several thousand 
sound effects, to come up with the 
most realistic ones," he explains, 
"Originally we spent quite a bit of 
time trying to record them ourselves, 



Right; Stuart: "There are lots of dif- 
ferent weather conditions: you can 
have fog, snow and rain, as well as 
bath day and night time racing. At 
night you have to switch on your 
spotlights, and if they are dam- 
aged you will see them flick' 
ering on and off, That's 
another thing you need 
to think about repair- 
ing, especially if 




you're entering a 

night stage." 




A 



"There are quite a few differences in aur game to the normal racing games, 

simply because ours simulates rallying," boasts Stuart. "You usually hit 

fire to accelerate, left and right to turn, and that's your lot. With a rally, 
it also brings in the likes of pendulum turns, handbrake turns and 
power slides." And kilting cameramen, it seems. 



INITIATED: April 1994 
RELEASE: December 1994 



but the quality just wasn't good 
enough. So, we went to a specialist 
sound library instead." 

'Yeah yeah yeah,' you say. 'I've 
heard it all before.' Well, perhaps in 
this case US Gold has spent a lot of 
time not only on realistic 
graphics and sound, but 
also on the behaviour 
of the cars. "Early on in 
the project, we took 
time out to go on a rally- 
ing course. We'd all seen rallying on 
the telly, but none of us actually 
knew how a car would behave," 
admits Stuart. "So we went 
down to the Forest Experience in 
Wales, which is a rally school, 
a nd we spent one o r two d a ys d own 
there learning from professional 
drivers. We had already starting cod- 
ing the game, but when we came 
back from Wales we threw most of 
the code for the handling 
He, out of the window, 
■ii- ^ and started again. 
The way it han- 
dles now is 
very close to 
the real 

thing. 

"The Pen- 
dulum turn, 
as I've just 
looked it up, is 
where you 

change the atti- 
tude of your car by 
steering away from the cor- 
ner, and then, at a critical point, 
turning the car sharply into the cor- 
ner. This will cause the rear end to 
swing out, because grip is lost from 
the rear wheels. It's a good way to 
get around tight bends while, if 
you're very practised, keeping a high 
level of revs and as much grip as pos- 
sible." Sounds very like The Sweeney, 
if you ask me. 

"The Powerslide is like the Pendu- 
lum turn, but without the need to 
steer out beforehand. This can be 





useful if you're negotiating a series 
of tight or fast corners." 

5TIG OF THE SUMP 

Powerdrive offers a choice of six dif- 
ferent cars, which become available 
to you during the course of 
the game. Split up into 
three groups, you start of 
n group N, which effective- 
ly stands for Novice class 
(although it's still bloody hard, 
I can tell you), "The 
two cars here are 
the Fiat Cinque 
cento and the 
Mini Cooper," 
says Stuart. "You 
begin the game with $28,000, and 
the Mini costs $25,000 while the Fiat 
is S27.O00." 

As you progress through the 
game by winning stages, you'll win 
prize money which you must first 
spend on repairing your car. The 
major things which can go wrong 
are the tyres, the gearbox and the 
engine, and depending on the con- 
ditions different parts of your car 
can wear out more quickly. "The 
damage will affect your car's perfor- 
mance, so should your shocks break 
and you go over a bump, then you'll 
still be bumping halfway down the 
road, If you're engine's worn, then 
you won't be able to get up into the 
higher gears — so it will all affect 
your performance." 

Sadly, although the movement 
and behaviour of the car is astonish- 
ingly realistic — behaving as near to 
a rallying machine as you'd imagine 
(and I know, because I've played it) 
— there aren't any realistic and gory 
crash scenes where the car leaves the 
road. "At the very start of the pro- 
ject we tried to go for as much real- 
ism as possible," Stuart reiterates. "I 
think people prefer to race in a car 
which they can relate to in some 
way. Rather than, as some other race 
games have done, have minute cars. 
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The headlights Cre- 
ole on lei of light, 

, in front of the , 

<*f Um, oh gre.it .. 

her* tompi Stuart; 
"W*'r* using three 
translucent circles,, 

because although 

tone shapes mould 

be more real is tin the 

circles are easier to 

make and quicker 
fur the computer to 
draw-" Phew, 

r craven 



or fantasy-based cars, we reckon 
people want realism, 

"To that end we approached! six 
different manufacturers to ask per- 
- ision to feature their cars. One of 
the things that came up, though, 
*« that none of them wanted to 
see arty of their cars crashing. Most 
notably, one of the manufacturers, 
■which I won't mention, had just seen 
a very serious accident with one of 
their drivers; so understandably they 
wanted us to steer clear of crashing. 
£ r, as it were," 

Even though US Gold promised 
each manufacturer a 'no crash' poli- 
cy, some of them stilt took some 
coaxing to hand over the use of 
copyright; but in Stuart's words: 
"Some of them were really "Yes! You 
can do it.'" Once the keen boys were 



"Also because it's rallying," Stuart continues, "you get to race 
through a multitude of different type* of terrain: Tarmac, sand, 
ice, gravel and... er, quite a few others. This gives us the opportu- 
nity to include a variety of backgrounds, and each obviously 
gives a. different feel to the car," 
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Right: The 
Special Stage 
involves you leg- 
ging it (or, at 
least, wheeling it} 
from one sat point 
to another in the 
shortest possible time. 
Obviously the Celka and 
partner will stand more chance in 
the speed stakes, but the smaller 
cars have the advantage of, ah, 
being: small. Oh god, this isn't going 
very well, is it? 

on board, it was pretty simple to 
rope in the others. 

"Basically, then, if you hit a tree or 
some other obstacle, your car will 
come to a step," says Stuart. "Which 
means that if you incur any damage, 
you can still carry on — but the actu- 
al graphics of the car don't change. 
When you crash bits of debris fly off 
your car, but the look of it isn't 
affected." Shame. 

Continuing on the car line, after 
you've gone through the first two 

And this "different feel" obviously 
includes careering off a muddy road 
into a nearby hedge... 



rounds you'll be offered the chance 
to upgrade your car. If you've picked 
up a lot of money, you can then race 
in a Renault Clio or a Vau Khali Astra. 
At round six you'll again be given 
the option to upgrade, this 
time to Ford Escort Cos- 
worth or a Toyota Celica 
^ "I think that probably 
the best car, both in 
* terms of size and per- 

4 formance, is the Clio," 

says Stuart, "As long 
■ i h i ■ w as you're a good 
enough driver, you can 
beat the computer players 
in their Celicas and Cos- 
worths simply because it's small 
and it's got loads of power." Hmm, 
strikes me that Mr Brown might just 
be 'sponsored' by Renault. Or is that 
just me being Mr Cynical? 

"Basically we've tried to go for a 
broad range of cars, to appeal to the 
world market. The Mini is there for 
reasons of nostalgia, more than any- 
thing — and perhaps because our 



Great Britain's the hardest level to 
complete; but there are plenty of lev- 
els to get through before you get 
anywhere near dear old Blighty, as 
Stuart explains: 

"It's broken into two sections, so 
you get five tracks in the first section 
and four in the second. There are 48 
courses throughout the game, and 
they are massive in size. To play from 
start to finish, qualifying for each 
course, would take you about three- 
and-a-half hours. 

"There are three different types of 
course. First, a Special Stage, where 
you race from A to B along a prede- 
termined route in the quickest pos- 
sible time. If you're too slow in a par- 
ticular course, then in a single-player 
game you'll have to repeat it until 
you qualify On a multi-player game, 
you'll qualify but you won't pick up 
any points. 

"Second, the Rally Course is a sin- 
gle circuit raced against computer- 
controlled cars. At first the cars are 



pretty lenient, but as you progress 
Marketing Manager is really crazy they get tougher — a pretty stan- 
about them. The Cinquecento is quite dafd sort of racing game. 



big in France, and indeed it's got its 
own rallying competition over there, 
which they're thinking of bringing to 
the UK." C'est formidable, non? 



or dangling 
precariously over 
a precipice. 
Actually, if this 

were the Mini 

Cooper, it would 
be kinda remirtis- 
:ent of the end 
«* ttie movie The 
taiian Job, with 
MieyCaine 
: Kept without 
tn« snow. 
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VILLAGE POND 

Talking of France and that, the rally 
season takes you on a tour of the 
world's top spots, each as 
close to the real thing as 
possible. You start off fn 
Monte Carlo, which is a tar- 
mac-based course. Then 
there's Kenya (hot, dry sand); 
Sweden (ice and snow on 
gravel); Corsica (wet tar- 
mac); Arizona (dry); Fin- 
land (cool); and Aus- /%J§ 
tralia [hot and humid). **J 
The final track is Great 
Britain, which can have 
every different type of 
weather condition; cold, wet, with 
some snow, ice and fog. Apparently 




"The third type is the Skill Test," 
continues Stuart, "which isn't strict- 
ly a rally competition but we 
thought it would be good fun. This 
section is to be featured on TV's 
Gamesmasler and Games Wortd, as 
a competition for the challenges. The 
idea is that you're driving 
around a course which is 
designed to test your 
driving skills. You might 
have to use your hand- 
brake to turn around into 
a space, from which you'll have 
to reverse around some cones, 
and things like that" 
Enough for the hardest drivers 
then, it would seem, All will' be 
revealed next issue when we bring 
you a full review — and you can 
check it out for yourself in early 
December when its released for 
both the A500 and CD32, each 
priced at £29.99. 
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ou btingfTt^n yourselves, you 
iBow Team 17 unleashed 

Alien Breed onto a games- 
hungry public way back in 1992 and 
you lot bought it by the boxful. Then 
came the Special Edition — essen- 
tially more of the same — and you 
lot bought it by the boxful, Next, a 
'proper* sequel was deve toped and, 
yes, you lot bought it by the boxful 
And now, almost a year on from 
At ten Breed 2, Team 17 announces 
the imminent release of Tower 
Assault- Which you lot will buy by 

There are over 
276 ways to 
complete the 
game! ■ ■ 

Team 17 

the ... You've got the idea Still, you 
could do worse. You could be buying 
crap like World Cup Soccer '94. Oh, 
you are. Watch out "for World Cup 
Soccer '34 special edition, with -r- 
yes! — a hint of payability, in the 
shops soon, 

Whereas Alien Breed Special Edi- 
tion was basically a data disk with 
more missions and a few tweaks 
here and there, Alien Breed: Tower 
Assault is almost an entirely differ- 
ent game. "This certainly couldn't be 
called another data disk," says Team 
17's Alan Bunker. "Marcus [Dyson] 




Tower Assault 
PUBLISHER; Team 17 
DEVELOPER: Andreas Tad it 
(original coding); Rico Holmes 
(original graphics); Stefan Boberg 
(additional coding): 
Tony Senghore (additional 
graphics). 

INITIATED: April 1994 
RELEASE: November 199 

and myself were ini- 
tially very con- 
cerned when 
Martyn [Brown] 
announced 
that he want- 
ed to do 
another Alien 
Breed game. 
So we sat 
down and 
brainstormed 
for a day or so 
and produced a 
comprehensive list 
□f new features we 
wanted to include. The 
result is what you're going to get. 
This is one of the advantages of 
working at a place like Team 17 — 
everyone can have their say when it 
comes to suggesting new ideas. It 
encourages creativity." 

This list of 
new features 
If impressive. 
And I should 
know because 
I've seen it. 
Among other 
things, you 
can expect 
radioactive 

"Have you 
seen Mrs 
Otter?" asked 
one of the 
wood elves. 



The sun 
shone, and 
the air wit 
full of bird- 
song. . 

levels (as fea- 
tured in last fab 
month's coverdisk) 
multiple exit points, 
destructible walls, alien generators, 
<snd the ability to shoot 'Player Two'. 

"There's a retreat feature in Tower 
Assault," offers Alan, "which works 
best when used with a joypad. Basi- 
cally, it enables you to walk back- 
wards whilst shooting in the oppo- 
site direction, so when two people 
are playing it means they can work 
really well together. The ability to 
shoot the other player has come as 
a consequence — although it's best 
to assist each other, you can also try 
to blast each other's brains out." 

Charming. Talking of blood and 
gore and guts and brains, Alien 
Breed 2: Tower Assault will come 
with an all-new ELSPA sticker pro- 
nouncing that certain aspects of the 
game are deemed unsuitable for the 
under 15s. 



"We're not deliberately going a! 
out to shock," explains Alan, "but 
we are using the dead civilian graph- 
ics we intended to use in the origina 
game. I don't think sales will suffer 
as a consequence- 

"On the AT 200. we've also got 
more realistic alien sounds to maki 
the game more scary," continues 
Alan, Er... how can you have more 
realistic alien sounds when no-one' 
heard one? "Okay, we've re- record- 
ed the sounds by shouting into a 
microphone a lot." 

Some criticised Alien Breed 2 for 
being too linear; there was only one 
way to finish each level and playing 
soon became monotonous. "We'v 
listened to those comments am 
changed things accordingly, '' says 
Alan. "This game is much more open- 
ended Indeed, most levels have mu 
tiple exit points and there are over 
276 ways to complete the game?" 

With Tower Assault looking like 
being the ultimate Alien Breeo 
game, surely this must be the emJ c 
the road for the series? Will there b< 
an Alien Breed 31 "Er-.. no conv 
ment," mumbles Alan evasively 
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HOW DO WE DO 

At The One we believe that a picture Speaks a thousand words. Each review begins with a 
introduction, telling you what sort of game you're reading about and outlining the 
Then we follow that up with illustrations, maps and diagrams accompanied by 
native captions that demonstrate every aspect of the gameplay. Finally there's the 
erdict where we explain the game's good and bad points in detail, SO that you can work 
: whether the game's for you or not. Though a review is written by one person, the whole 
plays every game reviewed and the Verdict and scores are based on everyone's input. 
1 on years of research this is, quite simply, the best game reviewing system devised by 
Probably. 



THE VERDICT PANEL EXPLAINED) 



Tn*j piccy shows you clearly which 
i- 9 a A5.0Q/GOO, A1200 or CD32 - 
'** gimt is being reviewed on. 



~- s panel indicate-; who IS pub- 
;-ing and who created the game. 
: "g with essential info such ai 

■a* much the game costs, when 
ifti be released, the control sys- 
tem^) used, how much memory 
r<Hir Amiga needs to run It. how 
*v*y disks it comes on (and there- 
'ore how much swapping you can 

• -' cipate) and even whether you 

install it onto your hard drive. 



Tins percentage indicates not only 

, ell-drawn or animated the 
graphics art, but also how "well 
efcey complement the game. Some 
look great in static form 
may be slow and jerky 'in the 
which will be indicated by a 
than -expected Graphics 




Altrrth Graphics, the Sound score 
■ t based purely on the quality 
•rf the tunes and sound effects, 
knrt also an how well they 
MflfeWKt the game, Far instance, 
a* *#-quns blaiirvg shoot-'em-up 
a silly bouncy jingle wouldn't 
II here. 




Payability, which we hope will 
soon be incorporated into the 
Oxford English Dictionary as a 
'real' word (write to your MP!}, 
indicates how easy the game is to 
get into and how much fun it is to 
play. Things like poor control or 
cluttered screens will take this 
score down. 



Another 'new' word. Instability 
indicates whether you're likely to 
finish the game in a day or a year, 
and also whether the game is one 
you're likely to keep returning to 
time and time again, It's a rather 
important mark, especially with 
games being so expensive. 



The Overall score is the definitive 
guide as to whether a game is 
good or bad. It takes into account 
many factors other than the four 
main ones listed above, which Is 
why it's not simply an average of 
those scores- Anything scoring 
85% or above is considered an 
essential purchase, 



The Amiga family is even bigger 
than ever now, with people able 
to buy A 500/600%, A1 ZOOs and 
CD 32s. Here's where we'll tell you 
about how the game runs an the 
machines not covered in the main 
Verdict panel., as well as whether 
any enhanced or cut-down 
versions of the game are planned, 



SIMON BYRON 

The office seemed more quieter- 
er than usual — its grammar was 
worse too — but no-one noticed. 
The team milled about aimlessly. 
Suddenly the phone rang, shat- 
tering the silence like a glass 
brick falling off something quite 
tall. "Hello," mumbled a familiar 
voice. "I'm leaving you," The 
receiver slipped into its cradle, and lo! The air was 
full of vibrant song. Simon was no more. The slag. 

ANDY NUTTAU 

I News of Simon's departure has 
obviously affected our Andy, 
badly, for he was close to tears 
when we asked him for a few 
J brief words. "I can't believe it," 
he wailed, "Every night I've been 
praying for this, and now it's 
finally happened. Maybe there is 
I a God. Land of my fathers, Ian 
Rush and Bread of Heaven? Right, that sheep-steal- 
ing git Matt's next on my list," 

MATT BROUGHTON 
I Matt was too distraught to talk 
to the media, but he did release 
a statement which his solicitor 
read to waiting reporters: 
"Hooray!" it said. "Hooray, 
hooray, hooray, hooray, hooray, 
hooray, hooray, hooray, hooray, 
| hooray, hooray, hooray, hooray, 
hooray, hooray, hooray, hooray, 
hooray, hooray, hooray, hooray, hooray, hooray, 
hooray, hooray, hooray, hooray, hooray!" 

HARRY ATTRILL 

Although Harry's usually a dour 
kind of bloke, the sides of his lips 
turned up when he heard the 
awful news. Then his beaming 
white teeth emerged like the sun 
piercing a cloudy sky, and his 
I tongue, dripping with saliva, 
began throbbing. That bit that 
dangles from the back of your 

gob began wobbling like a big fat jelly. "Good," he 

boomed, "Very good indeed," 

I JO WINSLOW 

J A tear appeared in the comer of 



news As it trickled down her 
lovely smooth cheek, it began 
glowing, casting pools of light 

I onto the wall. Eventually, it 
splashed to the ground. The 
earth began to shudder and 
shake and a flower emerged. It 
had a few ragged petals on its 'head' and a pair of 
nobby spectacles perched where its 'eyes' should > 
have heen. Horrified, Jo stamped on it. / 
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Simon Byron, 

you have 
*. been 
found 
r guilty of trea- 
son. You will be 
taken to a place of 
execution, and there 
your head shall be 
struck front your 
body. May David 
Pleasance have mercy 
on your soul. 



aver the two-and-a-bit years 
that we've been together, I'd 
like to think we've become 
friends. We've had bad times, we've 
had even worse times. We've been 
through some lows, we've been 
through some, er, lowers. But one 
thing has united us all: our blinkered 
love of all things Amiga Well, it's time 
I confessed something to you. 
I'm going to buy a SMES. 
Wow I realise that the earth has just 
been jolted sideways as one million 
jaws collided with the floor, but there 
is a perfectly good reason for this. 
And it's a cartridge which goes by the 
name of The Adventures of Batman 
and Robin. It is, quite simply, the best 
platform game I've come 
across. Ever. Better 
than Ruff n' Turn- 
ble. Better than 
Soperfrog, 
Better than 

anything you could 
care to mention. And 
it's got Batman in 
it. I'm sorry. (Liar! 
EveryogeJ. 
It's taken a game like * 
this to force me into buy I 
ing a console, and * 
although it's a little extra v 
\ agant it seems unlikely that I'll buy 
\ another game for my new sys- 
\ tern. Partly because they're all so 
expensive, but mainly because 
most of them are pants. 
However, a similar 
thing happened 
^ late last year, 
although 





Circle: Level two sees Aladdin trying 
to locate the pieces of the scarab 
which gain entrance into the Cave of 
wonders- It takes place in the desert, 
which is populated by sword-wield- 
ing guards and snakes (although the 
snakes don't carry swords because 
they've got no arms, obv). This level 
Isn't really that difficult, but it does 
provide the opportunity to collect 
loads of gems and bonuses — all use- 
ful later on. 

the format and game were different. 
You see, back then 1 contemplated 
buying a Mega Drive, 

The game which almost persuad- 
ed me to become a member of 
Sonic's gang was Virgin's Aiaddin. 
Yes, it was a platformer; yes, it was 
nothing mind-blowingly original; but 
it looked gorgeous and 
played really well. On 
top of that, Aiaddin 
— the movie — had 
just placed itself quite 
firmly in my top 10 
favourite films. 
Well, thank the Lord for the finan- 
cial trouble I was in at the tail end of 
last year (and I never thought I'd say 
that), because Virgin has finally came 
up with a version of Aladdin that I 
,can play with a clear conscience. 
Coded by John Twiddy (who, 
ncidentally, was responsible for one 
of my all-time favourite C64 games, 
IKARI Warriors), the game tells the 
story of Aladdin, 'a lad in' very deep 
trouble (Ha, haa! — Simons Mum,). 
It's all because of the evil Jafar and 
his quest for power and riches. The 
game begins when Jafar discovers 
that the lovable street urchin is the 
only one who can enter the cave con- 
taining the magical lamp. What fol- 
lows is some of the most heautifully 
depicted platform action you'll 
encounter this side of Amiga heaven, 
as you'll soon discover, Q 
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T he game is structured in su(h a way that yOM're forced along 41 route filled 

with puiile* and dead-ends, tout If you branch out and take time to explore 
the nooks and crannies there are loads of bonus*! and extra live* to toe 
collected. The Aladdin heads, are one-ups, while the ganies (not shown here) 
give you more eh Antes in the bonus game. 

VJ* The t word is the best 
close-combat weapon 
but, surprisingly, chucking 

apples from afar if the 

most effective way of deal' 
ing with guards before 
they can get their hands on 
you. You've got a finite 
supply, though, so you 
must constantly replenish 

your reserves by collecting 
others which ant strewn 
across each level. 





here are several different kinds of guard patrolling the levels, and 
each has his own method of attack. And if you don'Ji believe me, 
take a look at this ugly lot. 

The Fat Bloke is no problem — 

just stripe him once and his 
pants come down. Then, whilst 
he's checking out the size of his 
packet, hit him again. When he's not 
showing off his shorts, he's chucking 
knives at you. 

Another knife thrower is this Thin 
^ Bloke. He stands in one place, impress- 
ing passers-by with his amazing juggling 
skills; but occasionally he'll lob one your way. which 
. can be avoided or deflected away. 



f his is the Bloke With No Father. He is without 
a doubt the hardest of the lot — mainly 
because of the length of his weapon. If you 
. strike early, you can usually defeat him with- 

- Out taking a hit, but it 
takes three stabs before 

he disappears. 




The Bloke With A Basket On 
His Head is nothing more 
than target practice. His disguise is pathetic and he 
moves like a... well, a bloke with a basket on his head. 

One hit should send him packing. ^ 
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There are several bonus levels in Atedtfin, and each involves his pet monkey Locating the magic flutes is the key to getting through level three There are 

Abu. The first one, shown here, is a -single screen challenge where pots drop several baskets scattered around, and once a specific flute has been found 

from the sky. Abu has to avoid them or be kicked out of the bonus game- (une for every basket), a rop* appears and whisks you to a higher part of the 

Gems drop periodically and can be collected by running over them, but per- level- The aim in this level is to find the thief who's nicked the other half of 

forming particularly well at this bit reaps the ultimate bonus — in extra life. the scarab. 
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._ rtll t ( trader appears 
fl$tfMVlH«b <l 

first he looks like A 
I ntiMfiow* fanatic 
■ng his box, but walk- 
_ ttitat will cause the 
Wfidor to pop 
wares. He's only got 
jf on offer: extra lives 
t five gems) Of wishes 
more expensive, but 
_ within yuur pries 
, but bath are well 
mapping up as often as 
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I THE VERDICT 



A1200 



Thif l«vel r entitled The Escape, is, quite frankly, a bugger. If 
aid Seen th* film, you'll remember the bit where Aladdin 
has to escape from the tave of wonders — all the time 
avoiding the volcanic rivers and fiery pits. It's blimmin' 
- i-d All the leaps need to be — yes! — pixel perfect (I 
Haven't used that one for ages) but the worst things 
are these boutden which chase you along the caverns. 
Juit like in Indiana Jones. But without Han Solo in It. 
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publisher- Virgin 

Developer 

JohnTwiddy 



£29.99 Out Now 



Not Hard Disk Installable 



Joystick 



Memory Di-skt 

1Mb 3 
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...remove the fat 
man's trousers 
with your blade-. 
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...and then 
look cool for 
a while, 
before drop- 
ping to the 
next stage. 
Phew! 
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LASTAB ILITY 




As you can see from the four pages 
plastered with screenshots, Aladdin 
Is a gorgeous game. The main sprite 
is amazingly- agile arid each move Is 
animated brilliantly. And surprisingly, 
even the enemy guards and creatures 
have been granted an equal amount 
of care and attention. It's safe 
to say that this film con- 
version has captured 
the feel of its movie 
parent better than 
any licence before, 
which is unsurpris- 
ing when you con- 
sider that Disney 
animators — arguably 
the best in the world — 
worked on the original Mega 
Drive graphics. Aladdin has shown 
that you don't need a CD machine 
and loads of FMV sequences to feel 
part of a film (although, to be fair, it 
Is relatively easy to create conven- 
tional sprites based on cartoon char- 
acters as opposed to Veal' people). 
The game design Is exceptional. 
You' re generally forced along a set 
path, with areas only opening up once 
you've solved a simple puzzle, but branch- 
ing out and exploring hidden platforms Will usually yield 
rewards. The music, too, deserves a mention — we've been 
singing our hearts out from the title screen theme ('A Whole 
New World' — complete with vocals) to the in-game tunes 
and ditties, much to Harry's disgust. If there is one niggle, 
though, it's the game's length. There are 13 levels (includ- 
ing the small bonus ones), and I got to the ninth level with- 
in three or four goes. However, at the time of writing, I've 
yet to finish It — hut I am expecting to pretty shortly — 
so this limited life should be considered before you buy. 
That satd, I reckon that once I have finished it, I'll be play- 
ing it again. And you can't say that about many games. 
Thank Allah for Aladdin, that's what I say. Because this 
month, as you'll discover, there are some depressingly bad 
platform games. 

^L__ LlLwl I otner version* ■dMtedaVfl planned. An A500 
2| version would be almost impossible, but we 
I reckon converting it to the CD32 would be no 

^™J problem. So get to it. Virgin. 
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Look, let's stop pussy footing about. Is Black 
Legend's football game a botched attempt 
to steal a march on the imminent SWOS, or 
is it, superficial resemblances aside, a 
completely different and superior game? 
Simon Byron examines things closely. 



Above: Here's one of the more lengthy animations. When a player is injured, a 
medic appears on the pitch and attempts to make him better. When he can't, 
a stretcher is bought on and the poor chap is carted off the field. This takes 
ages. In another animation (which we're not showing for reasons of taste), a 
streaker runs on and displays her square brown breasts. Yeah — really funny. 
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Whenever a software house 
produces a football game, 
reviewers like us spend 
ages trying not to compare it to Sen- 
sible Soccer. Problem is, though, 
when it comes to football games, 
Sensi is just so far ahead of its com- 
petition that comparisons^*^ to 
whatever extent — are inWnable, 
There is, after all, no point in owning 
countless football games if one and 
one alone delivers all the excitement, 
payability, lastability and enjoyment 
you could ever want- So different as 
Wortd Cup USA '94, Manchester 
United Premier League 
Champions, and Kick 
Off 3 were (and 
are), at the end 
of the day the 
verdict was uni 
versa! : not bad, but 
not as good as 
Sensi Soccw. 

The thing is. Black 
Legend's footy sim 
quite literally begs to 
be compared to Sensi 
Why? Well for a start, at 
first glance it looks utterly 
identical. When we started 
playing it in the office, peo- 
ple kept coming up and ask- 
ing, "Ckih, is that Sertsi 
World of Soccer?" before ad 
"Oh, hang on. No it isn't, is it?" 

At first glance Football Glory has 
taken the best parts of Sens) —the 
graphics, instinctive control, the 
smooth flow of play — and added 
one or two extra features includ- 
ing, a cynic might say, 'a hint of 



that Black Legend magic'. 

How did this happen? 
Remember that movie. 
The Fty, where Jeff 
Goldblum tried to 
teleport himself to 
another 'pod" and 
ended up half man, 
half fly? Only 
instead of getting 
its atoms mixed up 
with a fly. Glory's 
basic structure also 
contains atoms from 
some poo. The end 
result is a bit of a mish- 

ideas; some nice, 
others which are a bit 
smelly, 

game's basic features come 
as no surprise. You can play 
football on a number (Er, four — 
Andy.) of different pitches. 
There are the usual 
moves including 
aftertouch and 
headers, along 
with some bonus 
ones thrown in for 
good measure. Then, 
there are loads of differ- 
ent teams, and sound 
effects coming out of its 
ears. There are also 
brand new features, some of which 
work and some of which don't. More 
of this anon, but it's only fair to say 
at this point that while Football Gfory 
is okay, sadry, if this is Black Legend's 
attempt to usurp Sens/'s crown, then 
I've seen more convincing pretenders 
at a Star Trek convention, Q 





Left: Ah-ha! I've discovered something praise- 
worthy about Footbal l Stdjfc r. Apart from the 
thudding of the ball faejHpRounds kind of hol- 
low), there are some brTTlTant sound effects in the 
^r game — particularly if you're running it on an A12G0. 

Nice passes or shots on goal are rewarded with cheers 
of encouragement from the crowd, whilst blinding shots 
bring enthusiastic cries from ■ commentator. 





Below: One of the more noticeable differences between Football Glory and 
Sens! is the how the goats are reptayed. A small box appears in a corner of 
the screen, and the last few seconds' play is displayed by enlarging the 
sprites and the pitch. This has good and bad points. Although it allows vow to 
see the action in more detail, you mis* the broader picture so it's difficult to 
sea how much support the scorer had. If you want a more traditional replay 
you'll have to hit the 'R' key. 
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Whoops' Yes, it's on« of our hilarious production cock-ups! We've acch 

printed a picture of Sensi, Except we haven't, of course. To describe 

Glory* visuals as similar to Sensi's is like saying that girl from out of 

is a five-pints girl {you know — you would after a few beers). The 

drffcrence is that the players' little legs are mare defined. Arid very nice 

are too — if only we judged a game on how its players moved. 
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Football Glory's four different pitches affect the 
ball in slightly different ways. And to further 
complicate matters, there are four different 
types of ball to play with. So in theory, there are 
16 subtly-different ways the ball will react. 
Sadly, none make for the smooth Sensi-like play 
we've grown to know and love. 



not sure how well you'll 
be able to see this, but 
in this screenshot is a 
player doing a bicycle 
kick. These are pulled 
off the same as a head- 
er (see the Verdict for a 
quick run-down) but are 
so random that you 
never feel properly 
rewarded after you've 
initiated one. There are 
other moves not avail- 
able in Sensi, such as 
the ability to jump over 
sliding tackles, and 
while they look nice 
they don't ready add 
that much to the game. 




You can almost imagine how Foot- 
ball Glory began. Some bright spark 
in Croteam's office came up with a 
theory. "I know," he announced. "To 
create the ultimate football simula- 
tion, we'll use this equation: Sensible 
Soccer + New Things = The Ulti- 
mate Football Simulation." Nice 
theory. But if I asked) you to 
name any extra features 
you'd like to see in Sensi, 
I'm sure you wouldn't come 
up with a list that included 
over-complicating the con- 
trol system, and adding 
pointless animations that are 
ntended to he humorous but 
end up being downright annoying, 
would you? Well, Croteam did. There 
is a saying that you can over-compli- 
cate some things — and that's exact- 
ly what's happened here. The control 
system Is a lot less instinctive than 
5 en si's. Instead of just passing the 
ball, you now have to think about the 
combination of Joystick moves you 
need to initiate (how does fire 4- for- 
ward + delayed direction grab you for 
pulling off a header?). It's also far too 
easy to foul the opposition in the tackle, 
and the players seem to take an age to get up. As for the 
degree of aftertouch, well it's just plain silly, But what 
spoils Football Glory for me are the utterly pointless ani- 
mations. You could argue that they're nice touches, but i 
say you don't buy a football game to watch the crowd, a 
few streakers, stretcher-bearers and physios going through 
tedious routines; nor do you buy a foory sim for the 'amus- 
ing' speech bubbles. Some of these animations take over 30 
seconds to disappear, interrupting the flow of play, but 
Black Legend assures us that you will b* able to get rid of 
them by clicking the fire button. I'm sorry, but the only 
good parts of this game are a by-product of its likeness to 
5«nsi, and they're the only reason Football Glory's getting 
a mark in the seventies. My advice is, if you've got any 
sense, you'll wait for 5WOS 







Playing Football Glory is an odd enperience. If you're used to Sensi — and, 
lets face it, who isn't? — you'll find the game very stilted. The ball movement 
isn't as smooth as it should be and passing, although mostly accurate, 
doesn't "feel' quite right. If you've got the ball and you push in the same 
direction twice very quickly, your player accelerates away from the chasing 
pack, it's difficult to make good use Df this move but the computer does it all 
the time, and usually ends up scoring. 




There's a COS2 version on the way. A12QG users 
can take solace In the fact that the standard 
game detects whether or not you're running it on 
an AGA machine, and enhances the sound and 
graphics accordingly. 
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Mediocre platform game alert! 
Mediocre platform game alert! Call 
Simon Byron! Call... etc. 

hat is there 

+d say about 



A500/600 



Bubble Gun 
that hasn't been said 
before? No, that won't 
do at all. 

Bubble Gun — love 
it or loathe it, you can't 
help but live with it. 
Nope — too cliched. 

Bubble Gun, Bubble 
Gun r stick it up your 
mother's bum. Nah 
can't have that it's too childish even 
for us. (Oh I don't know — Harry.). 

Bubble Gun is crap. Yeah, that's 
about the size of it. 

Sorry to be so negative at the 
start of a review, but to be honest 
with you I'm sick and tired of glori- 
fied PO games being given a com- 
mercial release. A couple of months 
ago it was that rubbishy football 
game, the name of which escapes 
me. (But fortunately it Hasn't 
escaped me, Mr So-Called Editor, the 
game in question was Soccer Star — 
Harry.), and this month it's Charlie J 
Cool (Charlie J Crap, more like) and 
this travesty. Don't games publishers 
realise yet that Amiga gamers are 
becoming more decerning as time 
wears on> They aren't prepared to 
snap up any old rubbish like they 
did back in the late eighties. 

For what it's worth — and I really 
don't know why I'm bothering — 
the game is set in the year 2013 
when crocodiles have inherited the 




Look at this. I, the crocodile, can only 
leap about knee height. So how in 
the nam* of Winona am I meant to 
get over this bugger without losing 
any energy? I'm not, am I? What an 
interesting gamep lay feature. 

earth. Then four busty cheerleaders 
burst in and tear off all their clothes 
whilst pronouncing me the ruler of 
the whole wide world. Ha ha ha ha 
h . . .ahaaaa ,„uh (snore) . . . 

Sorry, I drifted off to sleep then. 
Where were we? Oh I really cant be 
arsed to explain. It's a platform 
game. And it's completely 
and utterly rubbish, Q 

This is what you're 
Aiming for — the 
huge exit door 
On the first few 
levels, reaching 
it is pretty 
straightforward 
but as the 
game progress- 
es you need to 
go 'all round the 
houses' in order 
to reach it 
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Jumping is quite an important feature 
in platform games. If the main char- 
acter can't leap about the place then 
there's no point having platforms at 
all. I think you know where this is 
leading. Yes, Bubble Gun's main 
character jumps like he's got his feet 
nailed to the floor. Now, I understand 
that this forces you to seek out a 
route to the higher regions of the 
level, but it's too fiddly... and ulti- 
mately far too annoying. And — 
worse still — his jump is so weedy 
that he can't even leap over some of 
the baddies. What's the point in this? 
There's no way to avoid them, other 
than run through and hope for the 
best. This is particularly galling when 
you've only got a few energy points 
left, as you often lose the game 
through no fault of your 
own. Why didn't the 
programmers give you 
10 percent less energy 
and remove these 
creatures? At least 
then you wouldn't 
feel like sticking your 
Walking Machines 
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through the monitor. There are a 
couple of nice ideas hidden deep within the rubbish. 
The key system works well, and some of the later level 
graphics are okay in a cheesy sort of way. However, offer- 
ing Infinite 'continues' is a bad idea — if you're brainless 
enough to want to see the end of the game then it 
shouldn't take you too long. That said, the last few levels 
aren't too bad and rely more on puzzle solving than pixel* 
perfect leaping. But the rest of the game Isn't worth play- 
ing through just for these. Shame. 



A1200 



The key to solving each level is picking up the correct, trm, key. There are 
usually several of these scattered throughout the levels, and each comes 
in three parts. They open the chest corresponding to their colour which 
usually reveals a few bonuses, other key parts or the level exit pass. 
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No, nay, negative, non [Fr], nein [Ger], nyer 
[Russl; certainly not. absolutely no; no sir, no 
ma'am,- not, not a bit or whit or jot, I think not, 
not really; to the contrary, au centra/re [Fr], far 
from it; nothing of th* kind or sort, not so. 
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REVIEW 



Matt Broughton is a man haunted by the memory of Saturday morning school rugby 
matches. But thanks to Audiogenic, he will be joining Eddie Waring for one J oooh ayyyyer'. 



RUGBY L ACU A CC CH 
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used to hate 

rugby at 

school. It's a 
shame really, 

because looking 
back now as an 
adult (albeit one 
that uses the word 
'pants' quite a lot) 
I could really quite 
fancy a good 
punch-up. I also w 5 

had the poor for- ft 

tune to be a lot taller than most of 
the boys in my year, which auto- 
matically qualified me for every 
sporting event the school was 
involved in. This wasn't necessarily 
due to any skill on my part, just the 
fact that I looked quite frightening 
when I got off the bus at our rival 
school's front gate. 

This hatred for rugby was person- 
ified by the weekly tradition of 
trudging to the gym to see if you'd 
been selected for Saturday's match, 
and bugger me if I wasn't there 
every bloody week! 

I did find that by clever use of 
self-inflicted wounds. I could miss 
out on some matches. You should've 
seen how long I managed to keep 
my SCO injection wound bleeding 
using nothing more than a geome- 
try compass! But at the end of the 
day it boiled down to good old fash- 
ioned bunking off, (Vou don't know 
the difference between Rugby 
League and Union, do you Matt, you 
great soft smooth-chinned southern 
ponce! — Harry.). 

Ah, the happy memories fill my 
mind... the adrenalin rush as you 
ran from chemistry room to chem- 




As is always the way with sports man- 
agement games, if information is 
what you're after, information's what 
you'll get. Each of your players has a 
fairly in-depth description, which can 
he examined at any point to review 
their performance. If they're crap, this 
is where you can sell them as well! 

istry room desperately trying to avoid 
the ape-like Mr Basher-Bloody-Hell' 
Roberts. God, how I miss those child- 
hood days. 

Well, now's my chance to relive 
those fondant fancies, because 
Rugby League Couch allows me to 
train, finance and generally, er... 
coach a team of sweaty men with 
their ears Sellotaped to their heads. I 
wonder if I'll be able to use their but- 
tocks as toast racks like Mr Roberts 
did? Or perhaps.., [Snip! I think that's 
enough reminiscing — Simon.) rft 



Not t»if.i£tly vi sin n the rnurt imaginative reproMtntntion of a rugby 

tj.inu- ciVUr, RLt vimply has .1 st.ltk pitch shot with ftfM r¥*ult* 

flowing past For raa*t of the Time you actually £*• .* result tabid 
for the entire lptigui>. but uufvcn -.oni^thirtg bpacitk occurs iliirimj 
ypur mnrrh. tho ttrae-n writ switr h u> f|n/t» you derail* 



igby League Coach has nothing 
missing, and that's about as compli- 
mentary as J can bring myself to be. I 
think people who are into manage- 
ment games know that games review- 
ers very rarely come over all poetic 
about how brilliant these games are, 
but some are better than others. With 
RLC, everything is where it should be; 
the training sections, the statistics at 
your fingertips, and) even impressive 
newspaper reports on each individual 
match, but whether this is enough to 
get anybody other than a rabid rugby 
fan frothing at the mouth remains to 
be seen. Graphically, there's only the 
occasional treat to 'liven things up', 
ahem, but other than a cheering 
crowd, you shouldn't expect much in 
the way of special effects. As 
always the way with management 
games, the more you put in, the more 

you'll get out, 
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For most of the game you'll be here in your office, As well as being able to 
slurp your coffee and play with executive toys, from your desk you can 
arrange the team, organise training, take phone calls, check statistics and, 
well... just about everything really. You also get a fair bit of post, but 
most of that's from scroungers asking for free tickets and photos. Inci- 
dentally, check out the length of that arm! 



and if you can 

be bothered to 

read all the 

match reviews 

and players' 

Individual fitness 

reports, not to men* 

tion planning everyone's training 

schedule down to the last up and 
under, you're going to get much further than someone who 
just fast-forwards days to get to the matches. Whether 
you're the sort of person who has that much patience, well, 
only you know. As for me; I need a bit more in the way of 
rewards — perhaps some interesting graphics or random, 
nay, exciting events to spice things up. Until that day, I'm off 
for a game of On The Ball before the final hooter. There's 
many a lesson to be learned there... 



j Although this version runs happily on an Al JtlO, no 

/mVV [ specific version is planned dt the moment. Howev 

^^^— ^^^^ er, if any CDJ 2 or A120C version is to appear it 

CD32 won't he until thv «>od of the year. 
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Guardian, eh? There are two 
gag opportunities here, and 
I'm not sure which one to 
take. Perhaps you can help me, Yes, 
that'll be interesting — the world's 
first interactive review. It'll be a bit 
like that Bacardi advert in the cine- 
ma. Only without the alcohol, obv, 

Okay, here's the deal: I'll come up 
with a couple of opening gambits, 
you pick the one you like, read it, 
and then laugh. Here goes... 

Guardian, eh? What's that — a 
game which allows you to run your 
own newspaper? 

Guardian , 
eh? Who's this 1 
Ian, and why do I 
you have to > 
Guard him? 

Actually, that 
was all a bit rub- 
bish, wasn't it7 (Yes 
— Everyone.), But to 
be honest with you, 
chums, there's not that 
much to say about Guardian 
because it is an out-and-out 
blaster, pure and simple. 

It's actually a lot like the old 
arcade croaker Defender, but pre- 
sented in glorious jJD-o-vision-o 
scope-arama. In fact, had ft not been 
for the fact that the ZXS1 {which, for 
all you kids, was a black-and-white 
computer with no sound but plenty 
of great games) had a game called 
3D Defender then I'm sure Guardian 
wouldn't be called, er, Guardian. It 
would be called 3D Defender, Thank 
God I'm leaving. 

So it's time once again to save 

humanity from invading mean ins by 

blasting them back to their stinking 

little planet. Of course, it's not as 

easy as that — each time they 

mount an attack they return with 

bigger and better killing machines, 

capable of moving more quickly and 

unleashing more accurate 

weapons, Additional bombs and 

I power-up s can be collected 



throughout each wave— giving you 
only a slightly better chance than 
the Devil having to wear snow-shoes 
to work — but apart from that it's 
business as usual in jolly Blast-em- 
up Land. Why can't things be easy 
for a change? Qr 

Below Things get pretty hectic once 
you leave the first planet. OUT! Go 
the relatively easy drones whose 
attach patterns are fairly predictable. 
IN! Come the ultra-vicious battle 
tanks who zip in front of you, firing 
all' the time. Hecause of their size and 
speed, these are tough cookies to, er, 
eat so the best policy is, to keep mov- 
ing, making 
their job 

more diffi- 
cult as well. 



run till 




I told you that your ship is capable of moving in all four directions, 

ting forward and back, discharging an infinite supply of laser bolts, 

^^ dropping smart bombs, launching missiles and performing a 

T neat 180 degree turn, then you'd probably think that the can- 

I trol method is, over-complicated and hard to use. Wrong, The 

CD32 r s joypad hat been used to great effect, and after a few 

seconds or so, you'll be flipping, rolling and firing as if you 

were Actually piloting the thing. 



To assist you in tracking down the Dranoids. the game includes 
two scanners; one showing the position of the Dronoids, the 
other indicating where the other relatively unimportant ships 
are. It's best to keep an eye on your rear, though, as a favoured 
enemy tactic involves swooping behind you and sending later 
bolts up your bottom. 




Sometimes, a fallen Oronoid 
will release a star which 
plummet! to the ground 
and hangs around there for 
a bit before disappearing. If 
you fly through one of 
these then you'll be award- 
ed a power-up of some kind 
- usually a targeting mis- 
sile or shield booster — 
which will prove invaluable 
during intense battles, 
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THE VERDICT 



If you thought that interplanetary travel was a sophisticated business then 
think again. Ah the Pronoids are aroppea into each area in what can only 
be described as a big hot air bd I Igon^jhis appears twice in each level, and 
the best tactic is to locate its position early, hide underneath it until most 
of the Dronoids are out. and then let off a smart bomb — thus Wiping 
them out in one go. 




Although there are loads of aliun crnft to destroy, the ones to 
watch out for are the OronoJds. These look like jellyfish and go 
around destroying all your building rather than chasing you. As 
your job is to save thcyt- rtweHiruji. they should be high on your 
list pf priorities — especially as there are a set number of 
Dronoids to kill per level before you can move on to the next. 




Every time we get a CD32 game m 
to review, the clumsy joy pad is 
invariably ripped out to be replaced 
by a more easy to use control device 
— either a mouse or a joystick. We 
never thought that the poorly 
designed plastic 'pads' would ever 
make for intuitive control. Until 
now. Guardian has proved us all 
wrong. At the risk of sounding like 
the bit men wee out of (although 
the best way to do this, I'm told, is 
to gob a mouthful of water Into a 
stainless steel sink), 
it's soon easy to for- 
get that you're using 
a joy pad as the most 
complicated manoeu- 
vres are pulled off with 
amazing ease. Without 
this smart control system, 
Guardian would be 
impossibly difficult. Now 
it's merely a bugger. We all 
know I'm the best in the world at 
games (did I tell you that I'm Sens. 
World Champion?), but Guardian 
tested even my cat-like reflexes 
(that's 'cat' as In sleeps all day and 
then goes out on the stainless steel sink all 
night, is it Si?— Harry). Fortunately, the high difficulty level 
isn't too off- putting because the game is such a blimmin' 
joy to play. Most of the time everything's moving along 
nicely and the game only slows down when the screen's 
really, really busy — which isn't too often. As much as it 
pains me to say it, I can only think of a couple of minor 
gripes. The option to continue your game two or three 
times wouldn't have gone amiss and the pre-game presen- 
tation is a tad ropey, but apart from that this is the game 
that CD 32 owners have been waiting for. Although 1% 
doesn't show off the format to its best (just where are 
those full motion cut-away screens and eye -pop ping ren- 
dered animations?), it's playable, fun and a real challenge 
— exactly the kind of thing to while away those tedious 
autumn evenings. 

An A1200 version is imminent. It will, we're 
promised, be almost identical to the CD32 
version — save for the pulsating rock music, obv, 
I A 500 version, though, is unlikely. 
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We won't say Andy Nuttall is unpopular, but when he announced he was going to get lost .r 
the 'frozen infinity of space* a bit of cheer went up. Sadly, he's back in time to attend his 
own Requiem, seemingly none the worse for a long spell on Insanity Island. Git. 
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Silmarils has spent the best part 
of the last four years showing 
the computer games world 
that it is more than capable of com- 
ing up with a top rate graphic adven- 
ture. The news that the French devel- 
opment team behind the distinctly 
better than average Ishar trilogy was 
promising r a new kind of adventure 
game' may not have sent my pulses 
racing, but they certainly set off on a 
nice long walk. The kidney beans only 
made it to Winchester. The baked 
beans (Heinz obv) using the latest 
sauce technology, slid all the way to 
Aix fn Provence, while unsurprisingly 
the hardier chick-peas yomped their 
way determinedly as far as the deso- 
late island of Tierra del Fuego. The 
haricot verts, my personal f aves, dis- 
appeared almost immediately despite 
the advantage of pole position... er 
what the hell am I on about? Six 
months is a long time to wait for a 
game you see. A chap could go quite 
literally doo-lally. Marooned! Waiting, 
waiting . don't leave old Ben Gunn. . . 
(Andy, kindly just review the sodding 
game — Simon). 

Mes dames et messieurs, dans 
Robinson's Requiem vous ettes un 
Robinson (quel surprise!! — a space 
explorer and terraformer whose job, 
nay metier, nay calling, it is to find 
alien or uninhabited worlds. The idea 
is, that after giving them a thorough 
probing, you report back to the AWE 
(Alien World Explorers), and pausing 
only to caper on a carpet of cash (and 
sign a few autographs) you then 
zoom off to make your next amazing 
discovery. The game places you at the 
start of your first mission where, 
unfortunately, your ship computer 
goes haywire, and you crash-land on 
strange planet with no provisions, no 
hope of rescue and nothing but feral 
cunning between you 
find your crappy r.iti 




This is just one of the 
characters you can 
meet in the game, 
imagine the scenario: 
you've met an aid col- 
lege friend who has 
been infected by some 

thing, and seems a little 

gaga when you speak to 
him. After a moment, he 
turns into this, and you have 
no option but to punch him to the 
ground. And this i*, one of the more 
normal' people you'll meet on this 
ghastly planet! 

bit ".km wardrobe, Escape is now obvi- 
ously your top priority- But for starters 
you need to find food and water, 
steer clear of hideous diseases, and 
generally stay alive long enough to 
yarn the spangly pantaloons off the 
other famous space-explorers when 
you get back home. If, of 
course, you ever gets 
back, my pretties (cack- 
le, cackle retch etc). ^ 



This lush view of the world is the largest and most detailed! image you can 
get in the game- The Voxel landscaping of the PC version has been replaced 
with a simple polygon terrain, but the irwvntatns and sprite objects 
are pretty much the same. However, running with this level of 
detail and in a window this large is seriously time intensive, and 
results fn the game running incredibly slowly on any- 
thing other than an A40QQ. 
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~**m —edits! computer you carry around with you mast of the time is one of 
w* iik»1 important things, to have. It shows you at the first sign of trouble if 
t*0tqi are going badly, as well as giving you your body temperature, blood 
^mu rt, heart rate, current local time and temperature, and the weight of 
■ nrr thinq you're carrying. It's also accepted at 32.000 outlets worldwide, 
w*< yxm can draw up to £200 a day with it. 
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The problem with 
adventure games is 
that most of them 
are linear in con- 
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The whole point of a first person perspective view is that you see the game 
world exactly as if you were really there. So, whenever you take any kind of 
ocular damage (that's your eyes, for non-opticians), it is shown on screen and 

impair* your game quite badly. Here I've received a black eye, which has 

caused some severe swelling, as you can see. 
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Running around in a wilderness full of plants and creatures totally alien to 
you is a hazardous experience, and you need to watch your health quite care- 
fully. As a result, this medical scan and medical kit shows you any internal 
and external damage you may have taken, as well as the facilities to deal with 
most wounds — even to the point of amputation! 
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cept and layout. 

You have a set 

series of tasks to 

perform, with a set 

number of objects, 

each of which can 

only be used in one 

way. Although this 

makes the game 
easier to follow, you are left with a 
game that forces you to play by trial 
and error most of the time. Robin- 
son's Requiem is a game where you 
have complete freedom over your 
environment. Every single item you 
pick up can be used in a variety of 
ways, just like in real life, and all you 
need to do is figure out which is most 
logical. However, because of your 
predicament, you often need to think 
laterally rather than logically. For 
example I'm sure that a survival 
expert would know that if you have 
a knife and a needle and thread, then 
making a hat to protect your head from 
the sun is a good idea. All you do is cut some 

leaves from a nearby tree and sew them together- Obvi- 
ous really. These difficult leaps of imagination aside, 
Robinson's Requiem is a good game. The graphics 
don't quite match up to what we all expected, but work 
weir enough, although the update when playing with a 
full screen just doesn't come up to scratch if you're play- 
ing on anything less than an A40O0! For the first few days 
you play it, you'll keep dying very, very quickly indeed, 
because there's a hetl of a lot to look out for. Rut my advice 
is to stick with it, and before long you'll know exactly how 
to treat every kind of situation, and may just stand a chance 
of finishing the game. It might not be everyone's cup of tea 
but, to borrow a phrase almost completely at random, "Not 
joining us in the 'A-ha's' Percy?" 



Combat is a very simple affair in this game, as you ar 

martial art of Pub •Fighting. Basically, if you have any wea 
are shown at the bottom of the screen, and clicking on 'Use' will make you 
use them in the appropriate way. If you have nothing to stab, smash or club 
with, then you can just let loose with quite a convincing punch. 



/600 



A no n- AG A version will be available soon, but it's 
bound tn be far slower. The game itsetf should be 
exactly the same, however, and that in itself is a 

blessing. A CD 3 J gamp may or may not became 
available, Silmarih is heinq a bit coy, you see. 
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Boggle -eyed, would-be-intellectual Andy 
Nuttall reviews the latest low-key puzzle 

game from Psygnosis. The last one they 
slipped out like this r incidentally, was a little 
teaser called Lemmings... 

I'll be frank: Zonked! is one of my boy — Harry,). (You git Harry — 

those games which, like Clock- Andy.). In Zonked! the puzzles most- 

wiser, is almost impossible to ly involve holes in the ground, which 

review fairly. Compared with plat- (conveniently} can be filled in with — 

formers and shoot-'em-ups, puzzlers yes, you guessed it — blocks. Blocks 

only appeal to a small number of of one, two or three units high 

people — which means that any (which determines how many you 

'personal opinion' — type comments can push at the same time); blocks of 

are usually entirely wrong for the ice. magnetic blocks and blocks of 

majority of you, our dear readers. steel are among the different types. 

Anyway, instead of being Frank I'll Each is an integral part of its puzzle, 

just be lil ol' Andy; who quite likes and while the earlier levels contain 

puzzlers, but wouldn't go so far as only a couple of ordinary blocks, 

to actually buy one. And hopefully, Zonked! gradually introduces 

depending on your viewpoint of the greater variety as you progress, 
logic game genre, you should be The technology at your disposal 

able to work out whether Zonked! is increases too: you'll find bombs and 

for you or not, See, there's even a detonators, electro- mag nets and 

puzzle in the review! Brilliant, eh? power-points, teleporters... the list 

Zonked! is a cross between the goes on. And even — get this — 

ancient arcade game Bou/tfer-dash switches which turn off the electric i- 

and the even older coin-op Pengo ty supply, so any wayward electro- 

The reason for this is that they each magnets and things can be foiled 

involve pushing things around the with a simple press against a wall 

screen: in Pengo you had to squash panel. But that also turns off the 

enemies by pushing blocks at them, lights, so any further actions must be 

while in Boulder dash you could dig performed in the dark — with just 

through earth blocks, and drop boul- your teeth and bright shoelao 

ders on the enemies to squash thorn, give uiway your position, 
(Er, Andy, you are a plonker, There's Zonked! is the most arcac 

no digging, or squashing in Zonked! like puzzle game since Len, 

At all. Ever. There is quite a bit of mmgs, and from its similar lowly 

pushing, but not as much as there is beginnings it could prove to be 

in Subbuteo. Comparisons should another surprise hit for Psygnosis. But 

never be made just for the sake of it, I said that in the intro, didn't I? 
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The freezer blacks are activated by pushing them onto a powerpoint tils, and 
then they freeze any water in the vicinity. So, a carefully-placed freezer can 
enable you to walk, quite literally, on water (even if it is frozen), to reach the 

cither side. JUSt like M.irk Bq 5nich. Er, probably. 
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■r for the electrical bobbins to work, they have to sit on a 

werpoint (signified by a lightning symbol). Electromagnets 
I any metal objects that happen to be nearby (hey, who 
Is laws of physics anyway? J, which means that when two 
■aCed on either side of a metal block it will float 
ween them. The larger metal blocks need to be fitted 
with wheels to move, as you can see above. 





'J 






Hmmm... how the hell do I get out of this? Let's do it by numbers ' A P- 
Thing power-up. I can use it to shift things from Glue- Squares. A fplii 
port pad. ill have to pysh it on to a power square before it'll work. 3. A I 
tele port receiver. Now the thing is, where you come out depends on 

which way you went in. Careful ! Bang. There IS no '5', curiously. 
An ice block. It will melt, so use it fast. A red teleport pad. More ener- 
gy. An electromagnet; it will repel all sorts of stuff. (Although unfor- 
tunately not earnest Welshmen with candy floss-hair — Harry,)- This 
is a power square. It makes things work; but step on one and you're 
dead. Another electromagnet. Two of these plugged-in and in-line will 
keep blacks bainging between them indefinitely. Kabaam! Ice It, 
The Vanishing. Fried Tread! IS. My heart it burneth with a flame, 
Door switch. The snag is, that... 17. ,., another bloody green teleport pad 
is in the way. Perhaps I'll blow it up, : H Timer/detonator; lets me get 
away from my bombs before they blow up. In theory. Freezer block; 
plug this baby into a power square and hey presto, water turns into ice, 
I'll have to move these one at a time. 21 God I'm trendy, 22. Door. 
Portal, Entrance. The flame of mortal love... 24. Can't shift this sod 
without help- Aha! Un magnet, My intestines str* Lincoln green and 

sparkle in the dark. Ooh Mavis, these Radioactive blocks sap my 

strength something chronic. Drown, drown deeper and drown. 

This would be a good place to plug in the freezer block. But how to get 

it there? ( sayr Watch out? There's glue about 




I THE VERDICT 

Quite honestly, what Clock wiser 
(reviewed in August) lost for being 
too simple, Zonked! gains by pitch- 
ing the difficulty and the abundance 
of new objects at just the right level. 
It's hard but logical, frustrating but 
fair; and it has bags of variety, paya- 
bility and-., urn, addictivity (I just 
made that up, obviously), in just the 
right combination which rivals 
Rubik's cube for sheer maddening 
mind-melding action. I've played it 
for a three days now, Simon's com- 
pleted a couple of levels when the 
rest of us mere mortals got stuck, 
and even Harry has spent a couple of 
solid afternoons staring at his moni- 
tor and shouting random profanities 
at it. And Matt, of course, is,,, on 
holiday (but I'm sure he's playing too, 
in spirit}. Each of the 120 levels is 
cunningly designed to offer a subtly 
different challenge to the previous 
One, so sometimes you'll find it's a 
race against time, whereas others 
require a conservation of energy. Trie 
bits of techie equipment, with 
switches and radiation and lots of 
other stuff, are great fun to twiddle 
around with, something which can wor 
against you because you spend so long playing 
teleporter hide-and-seek that the time inevitably runs out. 
Sometimes the puzzles are fiendishly difficult, requiring 

more than a bit of lateral thinking to solve, but the design- 
ers have chucked in quite a few easy-peasy ones just to 
throw you. Other than that, there's not much more to tell 

about Zonked! Look at the pictures, try to imagine the 
frustrations involved with level 37 (a particular git, with lots 
of slidey blocks and some water canals that must be frozen 
over to allow access to the exit), and take my word for the 
quality of the music, which is very well -suited to the game. 
If you like The Crystal Maze or Rubik's Cube you'll be well 
away with Zonked! But it costs a tenner more than Clock- 
wiser, so think carefully before you part with all those 
notes. Lastly, I'd like to say that Harry claims level 52 is part 
of the conspiracy to make people think he's crap at games. 




fefapocten are the best fun ever. WelL Almost. No, actually. I can think of 

•fcriAt * few things which are more fun, but they're quite good anyway. Put 

t» circular red object (the tele port entrance) on a powerpoinf tile, then run 
^*» rt *nd you'll Appear out of the shiny blue pipe-thing (the exit). 




No new versions planned, although Zonked' wilJ 

run very happily an an A1 300. Thank*. 
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REVIEW 



Andy Muttall thought that the rather good 
Clockwiser and better Jet Strike seemed to 
be paving the way for a good time from 
Rasputin... and then came Charlie. Sigh. 





well, it's green, isn't it? And he's walking in the air. Is it, 
then, Aled Janet, meandering through a sea of bogeys? I 
ijdly. it's simply Charlie J Cool, and some frogs, The bouncHg 
enemies are a sure sign of trouble — touch them and you not 
only lose energy, but you're knocked bach a pace which can 
often send you plunging to an untimely death down a deep, 
deep chasm. Annoying. 
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espite the fact that this is an 
Amiga magazine, and I love 
my Amiga {yes, in that spe- 
cial way), I don't mind admitting 
that I also have a Game Boy, There 
are certain advantages to the little 
darling which an Amiga just can't 
match: you can play it on the tube 
on your way home, and you can play 
it, ah, anywhere else. Whereas with 
the Amiga, er, you can't. 

I think I'd better start again. 
Urn, where was I? Look, it's 
been a hard day, okay? 
Anyway, the GameBoy, 
then. The main reason I like 
it so much is because of 
Super Mario Bros, which — 
despite being on the tiny 
GameBoy screen — is actually one 
of the best platform games ever. Its 
combination of excellent gameplay. 
well thought-out maps and cunning 
puzzles aire the envy of many a 
games designer- 
Enter Chariie J too/. When Charlie 
was brought into existence by 
Rasputin, he probably thought he'd 
be starring in some great game; and 
live a happy life jumping around in 
loads of levels with lots of nice 
things to look at... but if that's true, 
then he must be sobbing now. 

The basis for the game is a 'good- 
ness indicator' (a kind of Clapometer 
for the religious), with heaven on 
one end and hell on the other. Earth 
stays in the middle, and it's here 
where Charlie begins his quest 
Throughout the Earth level 
he encounters enemies 
which are both good and 



Hell, this is a nasty place, 
Sadly the descent into 
Hades doesn't make a blind 
bit of difference to the 

graphics, and all the same 
enemies still move in similar 
patterns, The differences arrive 
very near the end of the game, when 
you get the chance to bounce around 
in Utopia or Pandemonium (heaven 
or hell) — which are, in effect, simply 

bonus levels. 

bad. If you kill the goodies, Charlie's 
goodness rating goes down, and vice 
versa. At the end of the Earth levels. 
the goodness scale sends you to 
either heaven or hell, where you get 
to leap around a whole new set of 
brightly-coloured levels. 

Basically, Charlie is a wannabee. A 
wannabee Mario, a wannabee 
Bitmap Kid (out of Magic Pockets}, a 
wannabee good game, Recent plat- 
formers have succeeded with either 
decent graphics or good gameplay, 
but Charlie? Well.. & 
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i major flaws in Charlie 
plunging down into the 
arse-end of Amiga games. The first, 
and the most infuriating, is the fact 
that there are several areas of the 
game In which you can get stuck, 
with no way out except to press 
escape and) lose a life. On first sight 
Charlie seems like a game which 
could) challenge Mario, but a lack of 
foresight and skill from the level 
designers has resulted in a badly- 
planned and ultimately annoying 
game. The second flaw is even more 
fundamental. The aim of the game is 
to be either good, and go to heaven; 

be evil and go to hell; 

or stay neutral and on 

earth. Mice idea, boys 

— but where's the 

hook? What possible 

advantage does one 

area have over the 

other? You can run 

through the first lev- 
els, murdering nasty 

or nice monsters willy 
nilly; and then you move into one of 
the other areas, and, er, that's it. The 
fact that you can choose your path in the 
game reduces the amount of drive you have to complete it 
— unless, of course, you fancy the idea of going back to the 
start and trying for one of the other areas. Also, although 
the graphics on each level are different, the gameplay 
remains similar; and a game which only has new graphics 
to look forward to will never succeed. There's some poten- 
tial here, given a few level redesigns and a new theme, but 
following the release of Putty Squad and Ruff 'n' Tumble, 
there just isn't room for average any more. 








An A1 200 conversion is on the cards, which will 
feature — wait fnr if — hotter graphic*. Yep. a 
whole new set of backgrounds cowld be your*, 
but it's unlikely there'll be anything more. 
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Hnnna Baitiera Aninationi 29.99 

Hnnribd . „ 19*9 

Horiranl.21 12.99 

m,r^tnii2 ,„ A«Or , fcii2r»/aa2 21** 

HilStMlttm _ _ 6.99 

HiredGun 10.99 

Hi!fcKTLiTBl*H 16 .... 22.** 

r-passible Mission 2023 .«.K0.'V 200j'CD32 .19.99 

NJkinriJor« LuiKCrunKiV IJ 99 

ni t Join ■ AtoYMAdj II WWigl 24.99 

hdiana Jonw Fota of Altrrfci Acticr- Bfl 

rvuf.nl Unlil CoikJiI 10.99 

trWno CUJ2 I*** 

tvtafiMjh'isncJ Oto*>i Got.. CU3? .19.99 

rr^rnorirnol 0j>en G*ll Cn<^^jm)rip 17*9 

hm-notiond Sensible Soccer CB32.. 14.99 

!J,„ 3 A1300 24*9 

hhar3 .22.99 

i*>lr«$pn»i .27 99 

JamtiiPcrTdS Al 20O/CD33 .. 1 7.99 

Jaaunr W220 6.** 

Jrt Stik* A120D..I9.99 

JFTSTBIKI ,.., .CD33..V.99 

Jrw^ Ellin's 5nocW 12.99 

Jnlm BiTin> t„r.^™„, I :„j\ -,l S.9* 

JUMOlf BOOK . AlJfJO .19,99 

JwaabM A12M..I8.99 

G« Utapa ajMcnAGAt .._ AH»tDrc ..19 99 



..CP33 



KhI cr Mia-iiirnri 

KKK Of F 3 . . 

KCKQFF3 

KdChooi A1200/CD32 

KdChffit 

KrigmabeT 

KkQI label 
Khg Pin .. 
K ,1 Pin 



14.99 
.19,99 
.19.99 

.19.99 

.17.99 

.. ..22.99 

19.99 

JWOTJ..I0.99 

CD32..I3.99 

K™s Qj«I I of 2 or 3 I 2.99 

K.*1.CX™ift. AiCKVAItOC 22 9* 

KNIGKTS OFIrl SKT II MEQt .„..,..... 10.99 

LflMi ii»«iJ 8.99 

InoendioF Valour 24.9* 

L..L...-U Suit Lui^ I « 2 of 3 13.99 

LFMMIH05 1 , „ , CM J., I*,** 

UNKS- THE OHAUJHGI OF OOIF __.ll.tl 

Li^nlwi CP^L.tJ,** 

UON KING _ A 1200 .. 19.99 

LililBiw" OtfZ I*** 

lendi si FlovrtrCoinpilalkm 22.99 

Liifdio)ThaH«An .22 9* 

LOSTEMN CM2 ..22.99 

liwjVilmiji C032.199* 

Ictus Tunoo TrBogr/ CD32 ..22.99 

lure of Ih TemaVeu 12.99 

ntagipon'j Contle 19.9* 

rVu^<e>JU'_«Le^eChanpVn L .ASOvOIE. 1 999 

rJnnKunlw-rJ-^Vork - 12.99 

Mc.hr Ad CDSi.. 1 -**? 

WhiI^-Am- . . AM0/A6(»/AI2(5O..lf 9* 

Ha*ii Beacon 2 19.99 

Mevungmufftwrn 199* 

Mkrocoimi .CD32 ..2999 

r-l-i;:f-W:hi-i-, „ .179? 

HqhlyMm AI200..1B99 

H^hlyMc. A430/CD32. 179? 
Monopoly IB 99 

Martil Kra-lvil .309* 

NionFoldo'iGor .CD32..229* 

h,,,l Wmm^I Wa_ Chof» Jk500,'CD32 ..199* 

ON THE B*H ■ WOtlD CUP FDmqft 19.99 

ON THE BAIL ■ WOtlD CUP EDPJION fcll« ..33.99 

ON THE B*U ■ LCAGUF FPITIDN 19.99 

ON THE BALL ■ ItAGUE EDHK5N AIM0 ..22.99 

r >_-n- ,v- SejrjHi . 119* 

Persian 1999 

KjA W Odl 1*9* 

PtNBAll MEAMi t FANTAWS 22.99 

FinbnlFnnhninj AlJM 1*9* 

Plnbdl Fonloitei .CD32..24.99 

Pinbdl ntogit 4.99 

Pint* AJ00ofA12tirj 17 99 

PiroleiGold .CD32..19.9? 

Planol Football A I JOC/CD 52 229* 

Poliii (i*it I or 2or 3 _ 1299 

Fatuous? „ 1J-W 

fr MTm-nrwrl Tnln Dill _ _ 1299 

Fne^tr, CDJ2. U99 

Ptemer Wana™ 2 _ 12*9 

PrheeOlrViJa 499 

Froied-X 10** 

Project s/Fl 7 Chollinae .CD32.. 17.99 

'■I >-ms \?li 7 Ji»my C°~K>ri ^i—rl Cftrt J 6 ** 

f\in>S<|imd AI20Q..199? 

Q-Dit/Aion Breed .CDJ2. 17V¥ 

QuBtf^Gl-, | 5, J 1299 

tafcfriTwroofi..... (199 

(nwh hr iv Sk-% ....129? 

Red Baron 4ieelond)ol Fe*— ; 

Reunion A500/.»Aa0/.A» 300 . 22 99 

FJmiDfMeduioGJri 1*99 

Hit Of THE BOKJTS. ............. ■,500. 2S9? 

DM Of THt BOKJTS Al M0 ..37.99 

G.-«Ol TV* Robots CD3.2. 229* 

Mnnjon's Heo^tm 22.9? 

Ftoabei 1799 

tufa —que C_?r, 19,9? 

r\ftsnf|r™~n— «2 3J*« 

MI'N' Turnble 17*9 

Rr^rCup CDM. 309* 

RyotrCup A.I2TAVA5M). 1799 

Sdt-r-n,!-^^:-!: CD32.3099 

Second Somum A500/A I 20O/CD3 2 19** 



SEC4ET OF WONKI'T I5LAH& |1 MtQ\. .,„..,„ 

$«re1-slM5inkiyllit«| J .. 

5ensiblf Soccer CP32. 

:wi>iIJ. 3«e«> im*ffK*e_l 0332 

Sensible Wbrld Or 5accer 

SFNbleli SOCCH NntreUUeUtHTHN 

SETTLEtS 

Srt_o^- Londi 

Shunt Space FU^e 5imiA»»- 

Siirfo Soccer _ 

Silerrt Servicu 7 
SIM CITY HOD. 
Sim City l>lj.r 

&m Classic. _ 

Sim Fin, 

SimcnTheSoruror A50O/CD32. 

S. m r J r-Tn,Sn«.n» A12W/C03} 

SI MOM THE SOtCElOB: 1 _»- -., 

St MOM THE SOt«*OB 2 Jll 3O0/C0J2 . 

St—rjnKn— „ A 1200/0337 

Skidmarks, „ 

SkudmnrW .. CC32. 

EHCcerCd CD32. 

Srviir "m*- .Wrwinqr.- 

Socp Tiek |The teardi For Stodtl _ 

Spate Hulk .. . 

Space Hunt 

Sppcn QlanL ! nr 2 or 3 „ . 
SpocoOuei t4 

ta*dfcdl2 

SrorTr,* A1Z0O. 

SrreirFiflrJe. 2 

Striker _ _ .0312. 

Super Cdtt _ _ 

Sujiern-ot) 0035 

S-.p*r LeoauB Manrjaer 

Super Lseru AI300 

Super loopi .0032. 

i^ier Puny CD32 

Super SrardW A1HJO/CP32 

^JfMttVlQCf 

SurFMn(Oi _ CD32. 

Jynflfcfl* 

TbcKdI "nanogw- tngt^h or Scottiih or IfciUcm .. 

Tml Hno_ Cricket - 

Toom >?CclkKtionW 1 

T.F.K AiaM. 

The BkjetVTrwOm/.. 

TheCk* AIMO. 

THE MfATHT ._ 

Th.i. fn-HHi h_i 

THEME PABK .A 1200 Of) A5W. 

TOWLUetHTVSTSAlKYMtUXt .. . ATO'AiflVAltti 

Top Gear 2 A I 203 

Tornado .ASOO/a.1 WO . 

Tr--A,«,ul' AS00/AIJCO 

Trooan 2- ^ 

Tr™ N lip.:™.r«. 

Trolk _ ASJOar ai 200, 

Tr^r. rVHll FhA^ C0J2 

Trolk .CDJ2. 

Turbo frna 

Turr-oon 3 _ _ _.... .ASM/COM 

Ufa AI300 

UFO -C0J2 

U94 

WTIMHE lOOlf BLOWS , CDJ2, 

UtTUUII P1NBJU1 OUB1 

Lhco»ered 

L»«VtB« AMo7CD». 

Vnlhnlti Irrn ni nliniy ... „. 

Vital LipWtf _ A500/CDiS2 

Vikingi 

l«^nnlltj.lnBrratcr>al Soccer'.. „ .. CDa!2 

Werntilty lnl*-_lanal Secner A>200 

Wenmlni Rudby Iccnue ASM) or AJ 2t» 

WJdCop Soccer A50QW20O 

WW Oup Soccer CW2 

WlNCi LdMMANDiB 

WOftlfl CUP USA 199* .„„ 

WCrM(L)r>Yi*JI'iH _... 



COMPILATIONS 



12,99 

Je.99 
1999 
14 99 
1999 
IJ.W 
19.99 

8.99 
129* 
14.99 
I}** 
K.?9 
I*** 
22.99 
72.** 
22.99 
24*9 
23,?9 
24.** 
22 9* 
17.99 
1*9* 
19.99 
109* 
19.99 
72*+ 
22 99 
12** 
22.99 

B99 
229* 
129? 

;ov 
199* 

.4.99 
159* 
22 99 
1799 
1*9* 
1299 

199* 
1099 
1999 
329* 
1999 

1699 
1*7* 
2699 
229* 
1999 
2199 
12 9? 
23°9 
19 vv 
1799 

.999 
1199 
2799 
1799 

.99* 
1*99 
1999 
17*9 
179? 
2299 
19** 
2299 
199? 
1»« 

.32 9* 
1999 
1999 

1999 
1799 
17*9 
1799 
19*9 

.12.99 
17 99 

.19.99 



SPECIAL OFFERS 



would cm 1 TEM «/w 
Sensible Sotcer. 

CrvmpHonsrip .SnancHer '93, 
5rriker-, GimI 

£I».W 


AWAM W*MBS 2 

S«ns'ble Soccer. 

Ztxi ..inu-n 

Wlwlfs.El.t9l 

t>9.« 


LORDS Of FDHH 
S.hrl Ser.iC4 2. W ioron. 

Ed rn_ T^edOA P«t W 1 

Cererul 
BUI 


IEAM17VOL1 

Soparffafl, OveFdri^f 
ttf.99 


i^iriTJCBlQDAl_T™ 

mm 

Dizzy lilma C Jt Bephen 

Toes SHlll V Wane. £c~* kn 

T-enirtiHrMj.Sifr'nn" - '" 

^llpT.IK.1 

Ett.99 


COMiW ClAiilCz. 2 

F19Steo'thrighri!ir 

Silem Service 1, 

PaciRc Islands 

CIS.W 


WIZT tOOECTrON 

PntPmrJ. Kwii Snnu. 

Frjnejsy 'rVbrld Diiry. 

Treoiuie Is D«Ejy.. 

Mogidcind Dizzy 

£14.99 


tXCtUENTGAMfS 

ARCHER MACUiAN'S 
POOt, JAMES. POND Z, 
.SHlJint.POftJlOUS) 


BITTY- 1 . FKfHIEWT 

AOVfHTURfS 

Drry Pcinir 

Bubble Dizzy, ftziyPirtr -J 

York Fefk, Spellbound 

Ouy ,.K.w4 5ncn 

(MJf 


THF CRt ATFST- 
Jirrwriy WKitB'i 

Snooktjf, 

Lure of Tlie 

Temptress Durte 



Alien Breed 2 ,.,,.,, 

Arabian Knighh A500,''Cr>.W 

FSmlcil Frlotbcii ...„.„.„.„. , 

Crviliiohcin _A 1 200 ... 

Chatripifliririip Manocenf '93 „ ,..,...,■■.. 

Chcias Eruinc ....,,,,.„ ,.,,.,, 

CcolWwfd 

QiiryPfj*:..,..,,., .u.u.u.u.u.u. 

htk Nicklmis Unlitnirvdi goM 

Jorb Nicklous Cnursr: Designer! Clip prl WjJ I . 

Jnbn Bornirs.. ...... ,.,,.„ ,_ljCS33 .„ 

leminings 3 tbej Tr*b*t „.„ „ 

Lcrtut Trifegy,,, 

Hick Faldo's Gatf 

N Munisll World Champ Al 200 .,. 

Premier fVicinng*r 2 

£obne Trsrsm .-..-,. -..-.,- .„.,..„,„.„.„.„ 

Semite So«ee ?2/?3 

Shadow Wwltks . 

Setter KidASOO/ A 1 200 

Supe* letlii ._ 

Thunderiltike rrn-nTmn-nrn 

2«i 

Zooll ...A^»/A120O-„ 



...12.99 

9,99 

..1099 
.17.99 
.16.99 

.9,99 

8.99 

.„.*.9? 
.12.99 

7.99 

,.,,.9,-99 
...12,99 
.12,99 
.12,99 
,.,12,99 
...7.99 
,-,,-8.99 
.12.99 
.....9.99 
.....9.99 
...12.99 
.....S.99 
.....8.99 
...10-99 



EDUCATIONAL 



AH English |All Ag™ „„,„„,.„. 

ALU f r»«ck [All Ages) .„„„ 

AfHMgltis 'All Ancisl ._, 

ACHCCStMotrivErigii%hnrlr,-r:-h 

Bel*»r Spelling Iftio! 

Beltr* Mstfis [1 2- 16| 

Cave Moieje- ll|,,, „..„.,„ 

FracHon Goblins |B-1 3| 

Fun School 2 IkJM or'4-8} or |8+) 

Fun School 4 |U5) or 15-71 or (7-1 1].. 

Fun Sdtod Patnf + tree* lever 5-+I — 

F_ Scnod 5r*4ig Foe- <J 13| .._ _.... 

Jurtiflr TyiViil IS-IO) „_ 

Monk Molts* (4-5f 

MaRis Dragon* \t 1 1\ 

Mtirtls Monio .;fl-12]..,.„ »_— — , 

M«li«i Marks (7-11) 

Miskryy's 123's |2-5|... , „ 

Mickey"! ABC"! |2S| , 

WocWy'i Big Advatfure 

Nockdy's Play lime 13+) ,„,„.„...„.„, 

Pirture FriKtiont |7-10| „.„.„.„. 

Ptcyschrwi . J-Ei; .„„„„„„„„.„ 

fteaianiftg wilti Trolls |5-12|.„.. 

Tidy The House !6 1 01. 



.17.99 
.17.99 
,17.99 
,22-99 
.13.99 
,13.99 
., 10.99 
..10.99 
...,4.99 
.14.99 
...17.99 
...17.99 
.10.99 
.13.99 
..10.99 
.13.99 
..17.99 
..13.99 
..13.99 
.14.99 
.14-99 
.10.99 
..,,9.99 
..10.99 
..,,9.99 



JUNIOR ADVENTURE 



Hobin Hood 18 + \ 13-99 

Scrooge (A Chrkslmas Cwdf |B+) ..,.., .13.99 

The Three Beors 15- IQt,,. .„.,.. ,.„....„... 13.99 

ThcunaiThe Tnnk Engine 4.99 

Wind in IThe Willows |£W) 13.99 

Wnard Of Or 13.99 



JOYSTICK ft ACCESSORIES 



10 Capacity 3.S" Disk Bote , 1,99 

lO Capacity 3,5" Disk Banc .4.99 

50 Capacity 3.5" Disk Box , .....5.99 

B0 Capacity 3. S" Disk Box 6.99 

l<X)Capoary^..5■ , Oisfc Box .....7.99 

Analog Joystick Adaptor , „„.,..,..,.., 4,99 

dreetari 125* ____ .....7.99 

Cheetah Bug .11.99 

Competition Pro Entra. ,,,,.,,.,.., ..14.99 

FroewheHsl SteeririQ Wheel .S4.W 

Grairij Adwoincied Switch Joydick 21.99 

Mwh „ 10.99 

Mowwmcit, .-„„,.,.„,„,.„„.„.„-„ 1 .99 

Crrrjvis Gflim; Pod-,,., -,-.,-.,..,-,— li-*9 

Crukfcioy leifighher- 11.99 

Qukdkloy Pedoli _.„.„.„.. 17.99 

ChiickpDy TopalOr- 1 7.99 

Quiikroy Titrtio .- nm - ..10.99 

Saitet Meaogrip II ...„.„. 10.99 

Suncom ilik &Htk i.Vf 

Suncom Tac 2.,,, .,..„.„.„ r ,.„„„„,„,.„., r „..,-7-99 

Wi«"o" Slitf: ,.„.„.„.,.„ ,„ J-99 



3.5'BLANK DISKS 



TDK PBECI5IDII UNIIlN- RECKlEu 

VEIIKTIM |QI» Mb LOOfE 

BOXED IQOSf 



10 
20 
30 
40 
50 
100 



7.99 
14.50 
21.99 
18.49 
35.00 



6.49 

1 1.99 
17.49 
24.99 
26.00 



5.99 
10.99 
15.99 
20.49 
23.99 



4.50 

Fj.5.0 
IS. CIO 
IS. 00 
17.50 



65.00 49-99 44,99 35,00 
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JNTERNAHONAL 




Andy Nutt all's a happy boy, because at last 
the Amiga gets the game which cocks a 
snook at the other footy 'sims', and dares to 
be just a bit different... 



You don't really need me to tell 
you what's different about 
FIFA (Why don't you just go 
away, then? — Everybody.). If you 
missed all the console hype ear 
Her in the year, then just 
cast your eyes across 
the screen shots on 
this page. Electronic 
Arts is rightly proud 
of HFA's graphics, 
which blow apart 
all of the oth«r 
Amiga footy games; ' 
and also the sound, 
which re-creates th 
great atmosphere of 
live match, 

The game, though... Well, 

without wanting to prejudge it too 

much, if we are to believe our 

sister con sole- mag 

chums. 





FIFA could perhaps be a candidate for 
this month's more-mouth-than- 
trousers (that's 'pants' for our 
transatlantic friends) award. Appar- 
ently, although it's a fantastic 
two-player and spectator 
game, its one-player 
<iide becomes tedious 
very quickly — sim- 
ply because of the 
relatively slow 

action and lack of 
any real skill, Gut 
heck, that's prejudg- 
ing; and aren't all 
games much better 
played with a friend? I 

think so, 

from the rather Ryan Stylos (from 
TV's Whose Line is it Anyway!) looky- 
likey sports presenter announcing the 
games, to the huge LED-style score- 
board screaming GOAL! at you with 
big lights, the name of the 
game in FIFA Soccer 
is presen- 




Despite only using one button for control, FIFA has an astonishing range of 
moves and animations. Some spectacular joystick manipulation* are 

necessary to pull some of them off, a bit like Streetfighter 2, but in a short 
while it becomes vary natural. 




tation, The original console version of 
the game was written to appeal to 
the international market; so expect a 
vast, typically- American wodge of 
statistics. Along with therrij though, 
also expect a head-spinning number 
of options, but thankfully not quite 
the overdose featured in World Cup 
USA '94. 

FIFA is a good balance between 
gameplay and graphics, and for once 

it's not trying to copy Sposj 

or Kkk Off. 

because 



n&tL&fettrM * 



it doesn't look like either — and it 
will happily sit alongside them in any- 
body's collection. 

And then, of course, there's the 
problem of the one-button joystick, 
One of the major problems in con- 
verting console games to Amiga is 
always how to best make use of a 

single 1 button (the- most common 
type) where once there were three or 
four, And with a football game of 
this sort, it's even worse becauxn 

there are so many moves to control. 
There aren't many footy games which 
go this way, so how has EA fared 
with this one? Cfc 
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CONTROL I'M HERE 



tatistics freaks will be happy with the number of, well, numbers 
which FIFA flashes up at regular intervals. Everything from goals 
scored to the time in possession of the ball is covered, which is 
la useless, but there if you need it. 
Slightly more important are the control and tactics screens: pretty 
orehensive, but occasionally bordering on the silly. EA is undoubt- 
edly pushing FIFA as a footy sim, given that not only tan you adjust your 
team formation, but also the percentage of coverage your attackers, mid- 
fielders and defenders should take of the pitch. 

This sounds a bit like adding a 12-band graphic equaliser to a perfectly 
good stereo system (a pointless waste of time, Harry assures me), but 
again — it's there if you need it 






*fc: 



Engl and 



Uni ted £ 






Shooting 
Running 
^=i£ts i ng 
Def ence 
7 Tag k 1 i ng 

Goal Keeping 



^■^-^aSasfet 




Tea in &trat€*My 



^~ Hi < I'ffi Toifi Stc 

this is FIFA 
INTERMATIOrJAL-S 

f lorfi EA Sports , 
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Goalkeeper* can be 

controlled by the computer 
or by, «r, you. As you may 
have te*n earlier this year on 

TV's Games master, when 
John Barnes played Dennis 
Wise in the teleb challenge, 
controlling the goalie your' 
sett isn't a good idea if you 
intend to save anything. Or, 
in the case of Johnny and 
Denny, if you're completely 
crap at games. 



flight; The replay'* always 
an excellent feature in 

footy games. It's an easy 

way of settling foul dis- 
putes, dodgy goals — basi- 
cally, anything which in 
re a Miff football would 

benefit from a TV replay. 
Usual stuff: right and left to 
shuttle forwards and bach- 
wards: up to play, down to 
pause. 




Corners, throw ins and goal kicks in FIFA use an interesting varia- 
tion on the usual theme- When the time comes to put the ball 
back in play, this huge red square appears which enables you 
to scroll around the pitch. Depending on the position of the 
square when you hit tire, the ball goes somewhere near 
there — and of course, the pkture-in-pkture on the top (eft 

is shown throughout. 



ASTON VILLA ARE 

FAB (Er, Har ~ ' 



S 



coring a goal begins the usual over-the-top celebra- 
tions associated with international' 'soccer* (football' v 
the proper word, of course, but these softies will eon- 
ue to bang on with the Americanisms). Distinctly over the top, 
though, (and that is actually over the top — of the screen, rather than 
ouer-the top as in too much) is a close-up of the huge dot-matrix ■ 
plays that you get at big 
grounds like Highbury and, 
er, some others. But not 
Anfield, for some strange 
reason; presumably because 
go there, and therefore 
they're not willing to spend 
any money on it, or some- 
The fab animations 
that appear variously adver- 
tise spqrts products, or sing 
the praises of a great goal. 
And, er, here they are. I'm 




■ - »-■»■--- - 



kttiti titrttiimiHtti tt h ' 



t+* itirv« 




Although the computer opponents are bright enough, there's always the 
overriding fear that your computer-controlled players (the ten that aren't on 
the ball) are a few sandwiches short of a picnic. They run forward with the 
rrst of the pack, but there's newer any confidence that the players will be in 
the right place at the right time. Probably because they never are. 




not too sure about adverbs- ■-- MunrrrzTiiirrrr;:!:;::;!::::!;:^: 

irig a certain, er, sportswear 
manufacturer in these hal- 
lowed pages, but heck, I sat 
through hours of scoring 
goal after goal (and con- 
ceding goal after goal, I 
must admit) and these were 
the only two it would give 
up. Typically, as soon as I 
disconnected it from the 
grabber, up came the 
Panasonic anim. But 
e'est la vie. 

r 

Right: Er... a football, 
sometime yesterday. 






-c* 
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THE VERDICT 



A500/600 



The musk and sound effects in FIFA 
are definitely worth a mention. The 
music because It's excellent — very 
similar, if not better quality than the 
Mega Drive game; pounding 
hassbeats and lots of cither jolly 
musical stuff. The sound effects are, 
in comparison, pretty dire, because 

the sample quality is rather less, well, 
good. 







The two controlled players from either side are marked with a big star under- 
neath their feet, which is nice and easy to spot. When the controlled player 
runs off the screen, usually because the scrolling can't keep up with play, a 
big arrow appears at the edge to mark the direction he's running in, That's 
great, that is.. 



Puatoher: EA 

Visu«*l sconces. 



n9.M Out Now 



HAntOivk kwuM 



M»m*« fcr iboju-il 



?W> I 



K A ¥ H I C S 



V 90% 



s i i a i 



k 86% 
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Sadly, despite the fact that FIFA is a 
very good conversion of the Mega 
Drive game, the immediate reaction 
when you load it up is... "Blimey, it 
takes ages to road." And, as well as 
taking yonks before you can begin a 
game, the three disks need to be 
swapped a number of times. The 
loading isn't as bad as World Cup 
USA '94, but even so it's difficult to 
understand why EA couldn't load 
much of the necessary code and 
graphics into a 2Mb machine — the 
A1ZOO. Given the choice between 
having FIFA on the Amiga and 
swapping some disks and, er, not, I'd 
definitely choose to have it; but 
heck, I've got to have something to 
moan about. The console versions of 
FIFA make use of three buttons on 
the joypad controllers, so inevitably 
EA came across problems with the 
Amiga conversion. It's excellent 
though — to the point that it's easi- 
er to control — and beginners who 
are used to no more than a single, 
shiny red fire button will get along 
with it famously. Mega Drive affi- 
cionados will probably complain that 
one button doesn't offer you enough con- 
trol in the long run, but if they do. punch them — and then 
tell them that you can connect a Mega Drive controller to 
the Amiga and play using all three buttons. Choice, see? 
That's what it's all about- Players expecting a fast, furious 
game of footy will be disappointed, because that's not 
what FIFA's about; this is realism. When you're playing, a 
crowd gathers mysteriously around your telly, because you 
could, quite literally, be watching Match of the Day. On 
the ASOO/600 it chugs along a bit, giving the impression of 
an 'as a newt' cameraman as the scrolling struggles to keep 
up with the play. But it's very playable — and on an A1200 
it's faster than the console versions. If you're used to Sensi 
then you'll find the control a little limited, but buy it any- 
way for those evenings with your mates around, and get a 
few beers in. FIFA's here at last, and it's bloody great. 





There are no plans for an extra -special AT 200 or 
CD32 version of FIFA, sadly, although it must ♦»» 
noted that the ordinary game runt so much 

faster on an A1 200. Even better than the real 
thing, as I believe a famous pop group once iiiid. 
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Updates eh? Don't ya just love 'em? Three pages packed full off reviews of different 
versions of games which we have already reviewed. Never let it be said that we are 
not thorough on The One. Andy Nuttall repeats on you, like an onion bhajee. Again. 

IMPOSSIBLE MISSION 2025 

CD32 • MicroPros*? • £TBA 

Well tome on; it's ctbw, 
isn't it? First there was 
impossible Mission, 
and now there are 
2025 of it.. 

It was about 10 
years ago when Epyx 
first released Imp Mish, 
as it became known 
amongst the circles of 
North Wales Com 
modore 64 users, 
and it became 
something of a classic- Partly 
because it had amazing anima- 
tion, excellent platform action 
(which was 'different' to ottier 
games — slightly less difficult 
than it is now, but nonetheless 
a good thing), but the main bril- 
liant bit was the speech. Even on 
the Commodore 64, you had this 
brilliant 'mad professor' -type voice 
screaming "Stay a while... Staa-aaay 
forever!" And if you turned the vol- 
ume up on your Commodore 1901 
colour monitor you could almost 
hear the Prof 'har-har'-ing In a bril- 
liantly evil voice, even though he 
probably wasn't, really. Or so my 
friend Delwyn told me, at least. 

Anyway, the point to all this 
rhubarb is that Imp Mish 2025 hasn't 
really got anything to shout about. 
Where once there was an game 
which was original and fresh, now 
there is a pretty boring widespread 
platformer, with ropey parallax 
scrolling and (by today's standards, 
at least) poor animation. Even the 
CD-quality music and rather excel- 
lent CDXL rendered 
intros can't save 
it from the 
slightly-cah- 
bagey pool of 
mediocrity. 
And, ah, 

that's it. 




...and last longer than any other ere 
Simon the Sorcerer first arrived on 
the Amiga last year, when it 
received a rave reception from the 
press and punters as one of the 
best adventures to come from this 
sceptr'd isle'. It's taken a long time, 
but at last Advent uresoft has com- 
pleted the 'talkie' CD32 version, and 
pretty fine it is too 

The game is, essentially, the 
same as the Al 200 version, with full 
2 56-colour graphics. But the main 
difference, and indeed the 'new 
improved' Simon's claim to fame, 
is that the actor Chris Barrie has lent 
his considerable vocal talents for 
the voice of Simon. Actually 'lent' is 
probably rather the wrong word, 
because he undoubtedly made 
rather a lot of money from it, but 
that's by-the-by. 

The storyline follows a sorcerer 
.called Simon, surprisingly), whose 
Current aim in life is to banish the 
evil Shapeshifter Witch, and set free 
your friend Calypso. The graphics 
are stunning, as you can see, and 
the storyline... well, I think Matt's 
:» gmal review mark of 89 percent 
back in February says it all. Simply, 
* i a fantasy tale involving witches, 
.', .'jrcK and trolk. along with some 
of the toughest puzzles around. 



am cleanser.' 
which together make an interesting 
and complex adventure. 

While the CD32 version's speech 
does add a lot of atmosphere to the 
game, it doesn't go anywhere near 
far enough. With CD-quality sound, 
we should expect film-quality 
speech and sound effects; instead, 
Chris Barrio's Simon sounds lack- 
lustre and not quite 'there', while 
the rest of the voice actors [or 'vac- 
tors' as I believe they're called. Or 
is that video game actors?) put a 
lot of effort in. with mixed results. 

The problem might be that 
Chris Barrie et al have probably 
never provided a voice-over for a 
game before, so they don't know 
quite where to pitch their talents. 
However, surely it must be similar 
for a cartoon, and Loony Tunes 
always managed to get their voices 
right. And considering Chris Barries 
second most popular character 
after Rimmer out of Red Dwarf 
(probably) is Jif Micro Liquid 
("Where are you?"), I would imag- 
ine the man's capable of anything. 
Maybe in Simon 2, eh? 

"Over ere " 



OVERALL: 89% 




Dull a*... 

All right, another 132 words to go 
before I hit 350 Okay, here's the 
plot. The evil Elvin Atom bender (a bit 
of a poncy name, but someone you 
wouldn't argue with in a pub, 
believe me) returns for a second 
bout (and no submissions) of plat- 
form-leaping action. The James 
Bond -style secret agent-type story 
takes you on a mission through five 
levels which are, to ail intents and 
purposes, exactly the same, except 
the graphics are somewhat different. 

The slight flaws in the original 
game have been maqnified to the 
size of huge blimps, hanging in the 
sky, emblazoned with the words 
"this is a cheap cash-in on a once- 
great game." The huge somersault- 
ing jump, which looks and feels 
entirely unrealistic, remains identical 
despite Prince of Persia, Another 
World and Flashback appearing in 
the meantime. And where once the 
mindless searching of cars, terminals 
and other objects was considered 
worthwhile, now it's just plain silly 
— and the fact that you now have to 
wander for miles to find them makes 
it even more tedious. Not desper- 
ately bad, but get James Pond 3 or 
something first. 
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LEGACY OF SORA5IL 

CD32 • Gremlin • £29.99 



I'm really getting fed up with fan- 
tasy games. There are only so many 
times a reviewer can comment on 
the stupid names (Sorasil I ask 
you), the slow, strategic gameplay 
not quite fitting in to the modern 
gaming ethos. So please, game- 
makers, next time you're planning 
an RPG make it something like 
Space Hulk — a classy game with all 
the lovely trimmings, hut with nary 
a silly name in sight. 

Anyway, Legacy of Sorasit (or 
'Legend of Sorasil', as it was origi- 
nally to be known, hut Sith knows 
what difference that makes) is the 
sequel to Gremlin's Hero Quest. 
That conversion of the similarly- 
named hoard game was a classic of 
its time, keeping in all the interest- 
ing bits — the story, the characters, 
the humour — and making it even 
better by taking most of the tedium 
away, Vou know, rolling those silly 
dice and stuff- And, of course, you 
can play it on your own — so if your 
idea of fun is not to sit around a rat- 
infested student squat, drinking, 
smoking funny cigarettes and pre- 
tending to laugh at the Dungeon 
Master's 'jokes'., then you should be 
well away. 

Of course, that's Hero Quest. 

five potato, six potato, seven potato 




One-potato, 
two potato, 
three potato, 
four 



Legacy of SorasH is 
much the same, but with 
better graphics and a different plot. 
That Gremlin hasn't improved the 
game to any great extent doesn't 
really matter, simply because peo- 
ple who enjoy board games will love 
it. Matt's original rating of the A500 
version was 74 percent, marked 
down slightly because of its dated 
interface and no great improvement 
over the original. 

To Gremlin's credit, the CD has 
been used to great effect for the 
sound — in fact, possibly the best 
CD-sound in a game to date — 
which features loads of thunder- 
claps, booming cries and superb 
incidental music. Turn it up loud for 
the best effect, but be careful 
because your neighbours might 
think you've started worshipping 
Satan. No, really. 

So yeah, what I'm saying is "buy 
it." There are very few other CD32 
RPGs (there aren't any, are there? — 
Simon), and although it's a bit old- 
looking, you could do a lot worse. 
Or not. Mayhap, 

OVERALL: 79% 




Take a look down and to the right, 
and note the score. 79 percent. Why 
such a big difference, for a CD ver- 
sion of a game which should be even 
better than the real thing (which 
scored 87%, incidentally)? 

There are two reasons, really. The 
first is the control system: like all 
graphic adventures on the 
floppy-based Amigas, Uni- 
verse used a mouse-driv- 
en point-and-dkk system 
to move Boris, as the main 
character's called, 

around his futuristic 
space-world. For some, 
presumably ungod 
ly, reason Core has 
modified the con- 
trols to not only make use 
of the CD32's joypad, but 
to exclude mouse control. 
Whaa-aat? Any adventur- 
er worth his socks, or her 
shoes, will buy a mouse — 
so why take out a routine which 
already exists? 

I also disagree with being killed 
in-game, It's an argument which has 
run since adventures were invented: 
to die or not-to-die; and I've always 
reckoned that it's much more diffi- 
cult to design an adventure game in 
which it's impossible to be killed. 
LucasArts is really the only company 
to have perfected it, and in my view 
that'* why Mfynkey Island etc are so 




good — because all the emphasis is 
suddenly on the puzzles. 

In Universe it's impossible not to 
be killed in some situations, or at 
least when you first walk into them 
There are loads of things which kill 
you — fiddling with an air duct caus- 
es it to suck you in, for instance. 
while walking up to try and 
talk to a huge robot ends up 
with you being carted off for 
execution. It's all trial-and 
error; you save your posi- 
tion, try something, and if 
fe it doesn't work you reload. 
At least on floppy that 
h^ means you can save 
lots of positions to 
disk; but the limitation 
of the CD32 means that you 
can only save one at a 
time. Bah. 

These are fundamental 
problems. As it happens, 
there are arcade-style 
parts in Universe which do suit the 
joypad. but that doesn't make up for 
the lack of control in the adventure 
sections. It's a good story, and a very 
big game which, if you can wade 
past the limitations, will provide lots 
of enjoyment. But next time, Mr 
Core, please keep the mouse routine 
in. Thanks. 



OVERALL: 70% 
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CANNON FODDER 

CD32 • Virgin • £29.99 

Here's Cannon Fodder CD32, at 
last. Love, Doug." This, note, from 
the PR blokey at Virgin Interactive 
Entertainment (GB) Ltd, arrived 
alongside, unsurprisingly, a copy of 
Cannon Fodder CD32. This caused 
much merriment at The One 
because a) it's my favourite game 
After Sensible Soccer; and b) 
because it's got a fantastic animat- 
ed rendered demo at the start. With 
all the Cannon Fodder bloke's in it r 
and everything. 

Hurrah! We thought. 

Until, that is, we banged it in the 
old CD32, switched on, and waited. 
And waited. After several seconds, 
which seemed like hours, the black- 
and-white piccies of the Sensible 
team dressed in stupid army clothes 
came up, just like they did on the 
floppy version of the game a year 
ago. Bum. 

A swift call to Virgin gave the 
answer; we haven't got an FMV car- 
tridge for our CD32. And, of course, 
you need one to run the intro. Now, 
while — as we all know, I'm sure — 
FMV {Full-Motion Video) gives the 
best quality animations and films 
and stuff ever, it's no good if you 
haven't got a bloody cart. And see- 
ing that only the boss of Com- 
modore (and perhaps his mum) has 
got an FMV cartridge, that's no 
blimey good to us, is it Mr Sensible? 
Or should I call you Captain? 

Anyway, aside from the fact that 
we can't comment on the new fab 
intrDj the game is identical to the 



t talk to 

the trees. 
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avec post-glacial moraine, 

floppy version. Which means you've 
got tons of levels filled with all 
kinds of war scenes: jungle, desert, 
Arctic; lots of soldiers to kill in the 
most disgusting and outrageous 
manner; lots of grenades, rockets 
and machine guns to loose off; lots 
of everything, really, 

Controlling the game is identical, 
too — if you have a mouse you can 
plug that in and, er, go; while the 
joypad is only a half- reason able 
substitute. Using the direction pad 
to move the cursor around the 
screen is great for moving your 
crack troop, but the cursor is also 
used as a gun sight. So a small lim- 
itation of the control shows up 
when a nasty enemy runs up to you 
from behind, and suddenly you 
have to whip the cursor from one 
side of the screen to the other — it 
just doesn't move quickly enough. 
Having said that it's a fast-action 
game so I can't see how Sensible 
could have done it differently. It's 
still fab; but if you're buying it 
get a mouse too — it makes for a 
much better game, And I'm sure 
the intro is great, too. 

OVERALL: 91% 
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SUPERFROC 

CD32 •Team 17 i 
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Team 17's Superfrog 
is, like Cannon Fad 
cfer, a game which 
has been out on 
floppy for ages and 
has only just seen 
the light on the 
CD32. Unlike Cannon Fodder, 
though, Superfrog is showing his 
age. It's a platform game, you see, 
and if ever there was a bad time to 
release a pi at former it's now, in- 
between the newer, sexier Huff 'n' 
Tumble, Putty Squad and Aladdin 
(see page 51). 

Technically it's fantastic, which 
isn't really surprising from the Team 
17 boys who are famous for 50Hz- 
sc rolling masterpieces. I mean, take 
Alien Breed — you can still happily 
pick up a copy of that now, and it 
will play just as well as it did a cou- 
ple of years ago. 

With Superfrog you can expect 
super-smooth scrolling, plenty of 
colour, and cutesy enemies from 
hell just dying for you to bounce 
on their heads. But there's some- 
thing wrong: compared 
with the more recent plat- 
formers (admittedly, per 
haps slightly lower in the tech 
nical division) Superfrog 
doesn't feel right. 

When he runs he runs as 
fast as Sonic, but he jumps 
way too far and 
too slowly. He's 
weightless 
seemingly, 
which 
makes fo 
less-than-startling 
realism, and it 



: 



makes jumping around and bopping 
the enemies on the head stupidly 
difficult. This is also a criticism of 
Ocean's Kid Chaos, except the Kid 
has loads of momentum too; so 
when he starts a running jump it's 
rather difficult to stop him. 

Apart from that, though, Super- 
frog has everything else pretty much 
sewn up. The same Eric Schwartz 
(famous American animator dude) 
animation appears at the beginning, 
which means really there are no dif- 
ferences between this and the flop- 
py version. Neither Huff 'n' Tumble 
nor Aladdin are likely to make it to 
CD Ji.. and they wouldn't be as 
cheap as 15 quid even if they 
were, so for a ha If -decent 
challenging platformer it's, 
er, super. Frog. 
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You won't believe 
this, but Harry has 
quit the Replays team 
after last month's 
Rorkes' Drift fiasco, 
storming out and 
vowing never to 
work with amateurs 
again. Fortunately, 
Matt Brought on is 
cheap, cheerful and 
pathetically keen, so 
Harry can 
iget stuffed. 
I So please 
Mr Music, 
will you 
play— 
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CORKERS C 

Core Design, 

£19.99 

Core seems to have had a num- 
ber of releases over the past 
year which, while being in no 
way stinky, have only just scraped 
over the SO percent threshold 
of 'overall extreme good- 
ness' without making an 
indelible impact. Well, 
hold that thought for a 
moment because. 

though only 'Pretty 
Smart' games in their 
own time. Wonder Dog, 
Cyberpunks, Blob and 
Blaster have now joined 
forces to become one hell 
of a bargain package. 

Blob is the first of the games 
(well at least it is as far as the cover 
illustration goes, I'm sure you can feel 
free to load the games in any order 
you want!) and is the most puzzlish 
game of the quartet. You're about as 
basic a character as you could be. Vou 
can bounce up. And down. 
And move a bit in the air. 
There are some 50 levels to 
complete and all the platforms 
are shown in 3D, from above. 
As you play. Blob bounces 
up and onto higher levels, or 
drops down to lower levels, 
looking for the exit and mak- 
ing use of special tiles that 
appear on some of the plat- 
forms. Fans blow Blob away, 
while switches must be tog- 
gled — you know, the stan- 
dard puzzle/platform stuff — 
while you try to avoid banging your 
head, or spinning off into space. 

When I reviewed Blob as a full- 
priced game, I found it far too frus- 
trating. It's harsh because it penalises 
you if you fail to judge each jump 
absolutely correctly. Blob Is an ace 
character, but I bet you'll get a bit 
sick of watching him fall off into infi- 
nite space, just because you jumped 
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WD is cute enough and certainly 
has enough levels, features and bad- 
dies to keep your attention, and 
that's it really. If you like platform 
games, this has just about everything 
you could need without threatening 
to blow you away. 

Btastar is the shoot- 'em- up 
□f the gang. The action is 
viewed from overhead and 
you um a 'rotate left, rotate 
right, thrust and fire' arrange- 
ment to control your ship. Each 
level presents you with a specific 
'planet' that wraps-around after every 
six or seven screen's worth, and 
includes a number of targets that 
must be found and destroyed to 
move on to the next. 

A scanner in the bottom of the 
screen goes some way to prodding 
you in the right direction, while a vari- 
ety of unfriendly aliens keep you on 
the move, Vou can grab yourself 
some improvements to your ship 
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like a challenge on The One. 

Next up is Wonder Dog, am above- 
average platformer, with an above- 
average character. There's no point in 
giving you a run-down of what to 
expect, because if you've played a 
platformer, you'll know all about 
secret rooms, moving platforms, 
bonus icons etc. 



power and overall ship performance 
— but other than that just fly around 
and kill everything you see. 

Blastar is nowt incredible, but with 
an interesting graphic style and good 
end-of -level guardians, it's just 
enough to give your kids a treat. Cer- 
tainly one of the stronger titles here, 

Last in the queue at the fish shop 



stand the naughty Cyberpurtks, a son 
of Allen Breed for the under 10s 
Combining elements of Chaos Engine 
and the aforementioned Team 17 
classic, Cyberpunks puts you in 
charge of a team of brave diddy- 
mahnes who must battle their wa> 
through five missions. Each mis- 
sion is vpiit up into smaller bite- 
sized pieces and plays across » 
number of ship decks. 
Along the way, aliens must be 
killed, keys must be found, health 
must be monitored, and extra I 
weapons and toys must be collected 
It looks a bit primitive, but Cyber 
punks doesn't actually play too badl> 
and if you enjoy a touch of the old ! 
exploration it's fairly rewarding. Not 
bad, but not brilliant, 

So, in conclusion, and by way of 
summary, there's no real runt in this 
package, because everyone is catered 
for Everyone will pick out different 
favourite and a different, er, 'dog 
once they've gone through the lot. I 
personally got bags of enjoyment 
from each and every one of these 
games, and at a fiver apiece, I find it 
hard to fault the overall package. Def 
initely worth purchasing If you've 
never seen any of these titles. [MB! 
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Looking back at 
my original 

review of Wiz *n' 
Liz, l can see that I didn't 
give it enough credit — 
especially as a two-play- 
er game. Unfortunately, 
it just seems to be one 
of those games that you 
don't really get into until 
you've play it for weeks 
and weeks, and then 
realise that you're still 
playing, and still having 
fun. ( Right Matt, you're 
sacked then — Simon). 
Wiz VT Liz really 
requires two reviews 
because, to its credit, 
the two player game M- 
is a completely dif- 
ferent case of apri- 
cots to the one 
player game. As a 
one player game, 
things are very si m 
pie and very cutesy- 
con soley. You play as 
Wiz or Liz, and have the 
simple task of saving all the 
wabbits' that have been stolen by 
an evil being high in the sky. There 
are a number of 'worlds' that must 
he explored, and it's your task to 
collect the aforementioned bunni- 
form cuddlies within a strict time 
limit as you go. As the lop-eared 
losers are retrieved they'll leave a lit- 
tle pressy on the mat; perhaps an 
extra time icon, a piece of fruit or 
ueg. At this point I'd like to point 
out thai no, I haven't gone surreal, 
these pieces of F 'n' V are invaluable 
to you, as they can be mixed 
together to produce a variety of 
power-ups, bonuses, and sub* 
games (and presumably yummy 
curries — Simon.), 

Half the fun of Wiz V Liz is in 
experimenting with the spells, 
secause with about thirty different 
"gradients to choose from, and 
•nth each spell using just two, you 
Ufl imagine how many variations 
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there are to be 
tried out. (That's, 
900 mate, if I'm not 
very much mistaken. 
Probably. — Simon). 
As a two player game, Wiz 
'n' Liz split up to play against each 
other in a split-screen competition. 
In this challenge, the spell element 
of the game is removed and 
replaced by a 'get all your coloured 
wabbits before she gets all her 
coloured wabbits' affair. When it 
comes to really fever- pitched two 
player battles, W V L just can't be 
beat. Rather brilliantly, the pro- 
grammers also thought to add a 
handicapping system, so if you're 
playing against someone who's bet- 
ter or worse than yourself, you can 
still make it a worthwhile challenge, 
and not just an whitewash. 

If you weren't tempted by this lit- 
tle cracker first time round, I would 
urge you to get your hands on a 
copy at this budget price. You won't 
be disappointed, I guarantee, [MB] 



OVERALL 
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If there's one thing the game and 
film makers appear to have got 
consistently right over the past 
few years, it's creating bloody scary 
machines. Forgetting how cute R2-D2 
was for just a second, think about 
how you felt when ED-2Q9 was chas- 
ing that bloke in flobocop, or per- 
haps that nasty piece of work, Robo- 
cop 2, with all its devilish 
attachments. Even bloke-features, 
Siggy Weaver, looked fairly pant-fill- 
ing in her automated lifter suit. Well, 
old ED- 209 certainly has a lot £^^ 
to answer for, because it's i 
hard to think of a futuristic 
game since that hasn't fea- 
tured some looky-likey 
thing from hell, complete 
with a crunching, 
stomping walk. My evi- 
dence, ladies and gentlemen of the 
jury — Walker. (What about that 
walking thing in Thunderbirds? It 
was utterly crap and fell down a big 
hole in episode 1 — Harry/ 

If there was ever an impressive 
fighting machine, it's your vehicle in 
this mindlessly violent Psygnosis 
game. Parking is not a problem in 
this little baby, just open your enor- 
mous chain guns on anyone nearby, 
and then sit yourself down on top of 
their spazzy Volvo. Oh yes. Walker is 
one mean, er... further m acker . 

I think the game features the sim- 
plest concept Psygnosis has ever put 
out (apart from UAH which was slm- 




Your Stars 
with Patric 
Walker 

ply a piece 
of poo); 
walk along, 
and if any- 
thing other 
than tittle old you 
appears on-screen, blow it up. You 
have, as already mentioned, a 'larger 
than average' gun, while can either 
be aimed manually with the 
mouse, or used with an 
automatic lock-on for the 
larger vehicles. 
A* the game progresses, 
the Walker passes through 
various time-zones; first 
you take on WW1 
bombers and horse- 
drawn soldiers, and finally arrive 
panting slap-bang in the middle of a 
futuristic battle. 

The game is simple mayhem, and 
apart from having to control the 
walker's movement with two key- 
board keys, is a simple matter of 
putting the mouse cursor where you 
want death, and pressing fire. 

If you crave severe damage and 
aren't too worried about the moral 
implications of killing about fifty peo- 
ple a minute. Walker could be right 
up your entrance. [MB] 
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Join us on this 
month's gilded cusp, 
and follow our flight 
of goose-feathered 
f lechettes into the 
very heart of Theme 
Park. Tilt with us at 
the very tush of rea- 
son to un-horse your 
Universe; know too 
that we shall dally on 
the neb where Littl 
Divil sports with its 
amusing vowels, and 
then excitedly and by 
way of acumination 
plunge headlong into 
Kid Chaos, before 
urging one last trem- 
bling buss on our 
Benefactor's end. 
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his. guide gives the basse and 
fundamental hints and tips 
to playing Theme Park. The 
mcrr you play, I he better you'll get 
and you will soon develop your own 
J style and meihod of play as well as 
Strategies for designing the ultimate 
theme park Everyone has different 
preferences, so each player will devel- 
op their own techniques for dealing 
with the problems whicb occur 
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Getting Started 

My first piece of advice is aimed 
at those who are new ,- 
to the game. a 1 , well as 
those who have 
dabbled without 
much success. The 
tutorial »s 
there to aid 
the first trmc 
player. It introduces 
the basic elementsof 
paths, queue*., rides 
and shops gradually, 
before dropping you into 
the game with, hopeful- 
ly, a fully functional Theme Park. 
The result of 1 his tutorial is a very 
competent place to Start expanding 
your empire 

Basic Advice 

The little people are very fickle. They 
are not easily pleased, and the slight- 
est thing makes them unhappy very 
quickly. You must always listen to 
what they tell you Keep an eye on 
the Ihougrit bubbles that appear 
above each little person's 
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head and 
react accord 

mcjly If several 
people (jet hun 



gry m r 
■ wmi 1 area, 
- you should consider 
I building a food stall of snnif 
kind nearbv Lil-ewise if several people 
are upset about the cost or prizes of a 
stall then you should either lower the 
price or wise the prize. 

Don't try and build a monster of a 
park on your first go. Start to build tip 
from a small but well maintained base 
That way you won't suddenly find your 
self out of ynui depth with everything 
going wrong ai once: it will happen 
gradually Don't be afraid to remove 
ndes that an- pf* i d 



incorrectly it is better to lose th 

money for buying this one ride than d 
hait your valuable Mechanics fror 
1 1. 'pairing your star attraction so that 
blows up with people on it 



Rides 

Tbe park with the most rides tends I 
make thr most money. More ride 
mean more punters, and moit 1 punte- 
mean more money which allows you t 
research better rides. The little peopt 
prefer a large variety of rides t 
opposed to loads of identical ones. Th 
doesn't mean that you should 1 on 
have onr of each ride in the park, yo 
should fust choose a different ride ow 
.m existing one. 

As rides get older they dnn J t last «■ 
long before they need repair Whenth 
■,f.nts to happen, you should con-iidk 
selling Ihe ride on and .+— 
replacing it with an 
upgraded one. 
This 
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- put less strain on your Mechanics 
aid generally make everyone happier. 

Shops and Stalls 

One of the greatest source of income 

can be achieved with a well -placed 
shop or stall. They provide welcome 
mtant cash returns and also serve to 
Imp the little people happy. They do 
have two drawbacks- litter and stock. 
Litter is the major problem as 
aobody likes a messy park. If there is 
"oo much litter then the little people 
■nil start to stay away from the park, 
and you certainly won't win any awards 
at the end of the year. Certain shops 
such as the coffee shop have litter bins 
•Bide and so take care of their own lit- 
ler, although they are not quite as 
effective as Pokey's Cola for quenching 
• Whenever yog buy a shop that 
produces litter you must make sure you 
have sufficient Handymen to combat 
the litter problem. 

The other main problem - 1 

■s keeping the shops 
veil stocked. A shop 
that has run out 
o* stock is no J 

to anyo n e . 
You should 
always keep 
an eye on 
your shops to 
ensure that 
*iey have suf- 
ficient stocks 
■a fast, and if 
«*ey haven't you 
ihould order some 

~ _ e immediately. 
Try to Jearn how often 
you need to restock certain 
shops, and get into some form of 
ifcythm so that you don't have to keep 
1 ing around the map at all of your 
fhops. If the Advisor tells you that a cer- 
■an shop is running low, and you 
h. haven't already sent off an order 
for that shop r then you 
^^__ should immediately 
order some 
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to minimise 

the amount 

of time that 

L the shop is 

I closed, If 
you are 
playing in 
Sandbox 
mode then 
you don't 
have to wprry 
about this. 
Stalls can be a 
very lucrative method of 
gaining some much needed 
cash. They can also upset the little peo- 
ple who feel that they are being conned 
in some way. Try to match the cost of 
each ga me with t he chance of wi n n i ng, 
and the prize value if they do win. Don't 
try to fleece the punters too much as 
they aren r t daft and they will soon see 
through your attempts and stop com- 
ing. A small cost and prize, coupled 
with a moderate chance of winning 
provides a more reliable income than a 
risky high -cost high-prize lower- 
chance stall. 

Stalls have 
the 



added bonus, in that they enter- 
tain the people (although not 
as much as rides) and don't 
produce litter. They are also 
smaller than rides, and can be slotted 
in several small places around the park. 
The little people tend not to have a go 
at the same type of stall so, as with 
rides, variety is the key. Of course to 
have this variety you must research it... 

Features 

Trees, fences and lakes should never be 
underestimated. A featureless park is a 
bland one, and is unlikely to win any 
awards. Features also impress the little 
people who are new to (he park, « well 
as making it look nice on-screen. In 
addition, it's a lot more exciting to 
scream around a roller coaster 
that dives and twists , V m 
through a dense forest, ^ 
narrowly missing a variety _. 
of trees. 
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Staff 

The number and type of staff 
that you have employed at any one 
time can make or break your park. As 
soon as you start placing shops that 
leave litter you should start employing 
a Handyman. Likewise, as soon as 
aw your first ride starts to break 
■w down you should 
employ a 



mechanic. Entertainers are 
very good, especially in the 
times where most of your rides are 
being repaired or it is raining. A slight- 
ly more detailed look at all of the staff 
types follows. 

_J Handymen — These should be 

employed the instant fitter starts 
appearing on the ground. Keep an eye 
on any new Handymen that you employ 
as they might start getting confused by 

the layout of your paths, and end up 
missing large areas of the park that 
need to be cleaned. If this is the ease, 
you may want to control their move- 
ments using the waypoint navigation 
system on their icon bar. 

d ■■Mechanics — These should 



be employed as soon as your 
first ride shows signs of 
breaking down. They spend 
half their life eating sand- 

- wiches, so yeu must keep s 

watchful eye on them. More often 
than not a mechanic will get to a dam- 
aged ride before it completely blows 
up. but if there is more than one ride 
in trouble then you should direct the 
mechanic to fix one immediately, and 
either shutdown the other ride or hire 
another mechanic A single y^ 
mechanic can usually maintain / 
three or four ndes successfully. This I 
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the mod prolific bringers of the one they call '»om' 
.into the otherwise pleasant world of the Them* Park. 
When the little people get off, they'll moat likely be horribly 
ill — especially if your coaster has lots of twisty-turny I " 
Now, there'* a fine line between lots of eacitemenft and 
of puking, so the chances are you'll find the odd tiny boy or 
girl upchucking here and there (and possibly everywhere). 

So, if you can't stop it happening, the least you can da is 
clean it up quickly. If you leave it lingering on the footpath, 
you could start off a full-scale sick war between your i ' 
tors who pass by the spot. So, get a handyman ami make 
patrol the trouble areas — basically, anywhere near a roller 
coaster or another spew-crazy area. Do this by simply select- 
ing the handyman, and click on the icon with two blobs in it. 

>w click on the single blob icon, and lastly click o 

.tire area of path you wan-' " 






is just a rough guide as it will 
vary with the quality of the 
rides, how often they are used 
and for how long. 

A slightly risky tactic is to 
slow the speed of a damaged 
ride right down while the mechanic is 
fining another ride. Hopefully the ride 
won't blow up in the time it takes for 
the other ride to be fined, and the 
Mechanic can then fix the new one. The 
upside of all this is that you only have 

J one Mechanic employed, and the 
little people always have at least 
-i one ride that they can 
go on p as opposed to 
having two closed 
■ rides to look at. If 
it works, it works 
well. If riot then 
k^_ it's disastrous. 

| Entertainers — These 
should be placed near 
queues that have a particular- 
ly long wait time, to ease the 
stress caused by waiting to 
get on the ride, In addi- 
tion, at least 
ta^ one 



Entertain* 
should be ('-■" '■ 
somewhere near tl 
park entrance. This in 
allow him to hand out umbrellas 
people entering the park when it rair 

Guards — These need only be hin 
if Thugs start appearing, in the pai 
Vou will notice the Thugs when y< 
start seeing beaten up Entertainers, ai 
rides start breaking down a lot fas! 
than normal, when Thugs appear yi 
must deal with them immediately. Hi 
plenty of Guards and try to move yo 
Entertainers away from trouble are; 
Guards will only escort Thugs out of t 
park if they see them doing somethii 
nasty like kicking an Entertainer 
breaking a ride, so you may need 
move the Guards around quite a b 

Park Layout 

When designing your park, try to tl 
about what the little people will Wi 
at any one time and place thin 
accordingly, Place a Balloon Shop rk 
near the entrance so that the peo) 
part with their money while they're s 
happy This will put them in a go 
mood for the rest flf their ttay unli 
*~ . anything bad happens. 

People get enji 
merit out 
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an rides 

MKl winning 

an stall-Sj so tiy to cut down the amount 
of time they spend Milking between 
one attraction and the next. One 
Ttethod is to have a straight path with 
ndes coming off either side of it. Each 
■de is butted -up against the side of the 
Nth with the entrance around the back 
aid the exit leading back to the mam 
Nth. A short queue should link the 
N*h to the entrance. Try to stagger the 
ule* on each side, so that anyone leav- 
ng one ride is pointed straight at the 
aueue entrance to the next one. 

In this method the little people will 
«5 zag between the rides and the 
jMtount they spend just walking and 
wit being on a ride is minimal. The 
*Ufor disadvantage with this method 
« Hut it doesn't leave much room for 
*Korative features which make the 
PHfclook nice, and this may put some 
ample off 

■ you start making a complex path 
■ j ulu i i with rides and stalls ail I over the 

— ►, then you will have to place sign- 



posts down so that 
people know where 
they're heading. If a per- 
son comes across a sign 
pointing to a ride that 
they want to visit, they will 
feel happier about walking 
towards it as opposed to just 
wandering around aimlessly. 
Also, signposts that point toward 
the exit allow annoyed people to leave 
quicker, and not wander around for 
hours getting more upset. 

Unhappy people tend not to go On 
ndes or buy things from shops, so 
they just clutter up the park 
and reduce the number of 
happy people in there. As 
a result of this, your repu- 
tation and- popularity suf- 
fer somewhat; so they are .j 
best off out of the park and! out 
of your hair, 

Another method of park design is 
the one-way method. The park is organ- 
ised in such a way that the people have 
no choice but to walk around the park 
in an organised and orderly manner. 
This has advantages in that you should 
be able to work out exactly what any 
person will be requiring at any one time 
and be ready for it. in addition, the 
need for signposts is greatly reduced as 
there are less junctions for people to 
start worrying about. The problem aris- 
es when too many people enter the 
park. Queues fill up and so people are 



unable to go on all of the ndes. Due to 
the one-way structure of the park, they 
are unable to return to rides they may 

have missed, so they are not getting the 
full enjoyment factor out of your park, 

Awards 

At the end of each year you will be pre- 
sented with various charts showing 
exactly how well you are doing. In addi- 
tion, there are also several awards that 
get handed out if you happen to be 
doing particularly well in certain areas 
of the park, These awards are great 
things to aim at, because they not 
only improve your reputation, 
but also add a substantial 
amount of money to your 
*— bank account. They are also 
a measure of how good you 
l are doing in relation to your 
opponents. If you are constantly 
winning the "Good Technology' award 
then you must be more advanced than 
all your competitors. 

Keep your park running smoothly 
and you should pick up a couple of neat 
awards. If a ride blows up, then it's 
unlikely that you will win the 'Ride 
Safety' award, and since there is no 
'Most People Maimed or Seriously 
Injured' award then you could be los- 
ing out. 

if you concentrate on winning a Jingle 
award at a time, the money you gain 
from this will enable you to do better 
at winning the others. A 



General Tips 

• Open your park immediately on 
starting the game. This allows one or 
two customers to appear even if most 
stay away. 

• Slow the game speed down when 
designing the park. This will allow you 
more time to place rides and give you 
a small amount of leeway when 
playing the game, 

• New rides are very important, and 
you should always have some money 
placed in research for them. This will 
aid you in gaining the 'Most Advanced 
Park' award. 

■ When positioning rides, allow for 
the fact that you may wish to move 
the entrances and exits. 

• It is always worthwhile buying up 
your own shares, not only to prevent 
yourself being bought out but if your 
park does well, the value increases and 
can be used for extra cash later. 

• When ever you add a new ride to 
the park you should immediately 
increase your ticket price. The more 
rides you have, the more you can 
charge the customers, 

• Try to buy new rides as soon as they 
become available. 

• If you notice a Parge amount of litter 
building up, then it may be a good 
time to increase the priee of your food 
stalls. Don't forget to clean it all up 
afterwards however. 

• Try to ensure that the queue lengths 
are long enough to support all of the 
people who may want to go on the 
ride. People won't join a full queue 
and so they will miss out on the ride. 

• Make spare Handymen work 
exclusively outside shops. 

• If you have more than One of the 
same type of ride, you should position 
them quite far apart. 

• Always have stock for your shops on 
order. You can always delay its arrival 
by re-ordering. 

• Never leave your park unattended as 
there is always something you can be 
doing. This is especially true of larger 
parks, because they are much harder 
to maintain. 

• Large capacity rides need bigger 
queueing areas, as they take more 
people to fill up. 

• To begin with, certainly try to have 
at least one of every ride in your park, 

• Don't even think about having a 
firework display — it may cheer up the 
punters but it will ultimately cripple 
you financially. 

• Research is very expensive, so don't 
give it maximum funding until your 
park is well established. Cut the 
funding the moment your bank 
balance looks less than healthy. 

• Increase your ticket prices whenever 
you introduce a new ride, or when 
your Advisor tells you you're being too 
generous with money. 

• lo make more money, add salt to 
the fries and position a Cola stall 
nest door so the thirsty people j 
can go and buy a drink. 
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COMPUTER AND VIDEO GAMES. OUT ON THE 1 5TH EVERY MONTH, AND ONLY £2.25 
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The Universe. It's big. Or is it? Maybe it's quite small- 
'r* Maybe it would fit ori a pin-head and our universe rs 
' l^'i just one of many pins , a small yet* vital component 
|^ in successful dressmaking, tucked away in a cosmic 
sewing-box? Perhaps we're being used even now 

4 

K - to tack the hem of a pretty red-haired girl's . 
k skirt. Ah r but does her nose turn up at the en 



oii tart with. 
walk left and I 
pick up the j 

circuit board on i 
the barren plan- ^j 
t. You also j 
need the bent 
metal bar and 
the small rock. 
Make /our way 
back to the satel- f 
lite by jumping ' 
on the spinning 
meteor, then onto 
the service duct. 

Once at the satellite, insert first the 
bent metal bar into the panel, then the 
circuit board, Now you can use the con- 
sole. First select Connect Channel', 
then 'Gavnc Home world'. Now use the 
panel again, select 'Set Filtration 
System' and make sure it is off. 

When you get to the Gavric home- 
world, push the larger of the two ser- 
vice ducts on the left. After falling 
down onto the planet pick up the mir- 
ror - you can ignore everything else. As 
before, find the spinning meteor, jump 
on it, then jump onto the service duct 
and make your way hack to the Gavric 
ho me world, 

Walt around the corner on the left 
until you hit a dead end where you'll 
find a heavily guarded door Throw the 
mirror at the door to destroy the lasers, 
then the alien will tell you to go the 
Silphinaa's house ■ it's the one in the 
middle. Use the intercom and you will 
bo invited in. 

After your conversation with 

Silphinaa, the guard clroids will arrive. 

Attack the keypad with the metal bar 

to get access to upstairs Open the 

) cupboard and put the suit on, Use 
the arm computer with the main 



' console - you 
can now use 

the main 
| console, so 

select the 

window 

shutter. 



Jump 
out of the 

window, 

■ and when 

you 

land, 

use the arm computer with the PTV. 
Wow jump into the PTV. Once in the car, 
insert the key card into the 
an ti- theft device on the 
left. Enter the person- y, J 
al PTV number on 
the panel to the JL.. 
right of the large / 
monitor in the / ' fl^^^^fmrit^ 
middle of the P"* 
sc reen . You can 
find the num- 
ber in 
Joyrider's Guide 
toParalela'. 

Once you are 
on your way, you 
will encounter 

Snorglat - after talking to 
him, navigate a course for 
Balkames 7. When you get onto the 
planet surface, find the crashed space- 
ship and pick up the domestic droid. 
From the spaceship, go right, down, 
down and then pick up the canister of 
pest repellent, 

By this time the aliens will have 
stolen your PTV. so you'll have to search 
for it. When you locate it, you'll have to 
remove the aliens first. Fit the domes- 
tic droid and the canister together, then 



use them on the aliens. Jump back into 
your car and blast off - once in orbit 
navigate a course for Jor-slev 4. 

Descend to The planet and select the 
top left quadrant. Throw the small rock 
at the alien to kill it r and collect the 
blobs using the domestic droid Go 
back to the car and select the bottom 
right quadrant, Head left, and left again 
to get to the hermit's hut. Talk to him 
and offer him the small blobs to eat. In 
return, he will give you a crystal of 
Carvite. 

Return to your car, jump in and take 
off from the planet. Navigate a course 
back to the Pfallenop Asteroid Cluster- 
When you meet Snorglat again, offer 
him the Carvite and he will take you 
to the Wheel World. 
•^ When you arrive, 
^V Snorglat will 

\ shoot you - 
\ luckily you 
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luckily you 
, are only 
\ stu n ned. 
A Get up 
| and jump 
in your 



trusty PTV. 

Select the landing bay - ref 40* 
Once there, push the robot down i- 
hole and jump back into the PTV, No» 
select the loading bay - ref 1 h, Head f. 
Kaleev way where the shops and ta« 
are. Go up the escalator on the f. 
right, then up to the raised platfonr 
Examine the monitors on the right ui* 
you find the dispenser - this dispens* 
Carvite. Use your ID card with thetfa 
penser and select Press to Order" frar 
the display. 

Find the bar and talk to the secunt 
officer (Tharon T'huk). Offer to buy hr 
a drink. Once you have the hranc 
combine it with the Carvite. Talk k 
Tharon again and he will drink tr 










bridge and go through the portal. This 
section must be done quickly. Jump 
into your PTV and navigate a course for 
Siriuf Z, then to Ankarlon 5. 

Descend to the planet and select the 
top-left quadrant, then walk left. Use 
the power gem with the terminal, then 
the arm computer with the terminal. 
The terminal will show some informa- 
tion written in an alien language, Select 
the middle option of the three offered, 
and you will be taken to the crawler via 
a transport beam. Talk with the pilot 
and he will give you a cloaking device, 



Head back to the PTV 
^and get back into 
>^ orbit. Navigate 
a course back 

t to the 



drugged brandy. Head back to your 
PTV, but before you get there you will 
be accosted by the healer. He asks you 
to help him get his hand back from the 
nasty Packers. 

Chase the Packers in the arcade sec- 
tion, get the hand back and go back to 
Kaleev Way. Take the star chart from 
the healer and follow him - you'll be 
chased by Baron Kaleev and the guard 
droids. After the chase, walk to the lift 
and use the cable with the lift. Walk to 
the right through the narrow passage 
ignore the tramp. 

Walk to the small bridge, then jump 
onto one of the monorail carriages. 
When you get to the station, jump onto 
the support rather than the roof of the 
station. Leap to the lower entrance, 
(hen walk to the door in the lower right 
corner. Mow use the domestic droid 
■nth the air filtering duct {the small 
hatch to the left of the door), 

Use your ID card with the terminal 
which is neat to your dead droid Buy a 
ticket for the Mekanthallor Galaxy, then 
§n through the door on the left, Put the 
bcket in the ticket machine and board 
the shuttle. Use the lift console, and 
select level one when you're still on the 
spaceship. Listen to the two men talk- 
ng when you exit the lift, talk to them 
and say you will look after the healer sit- 
■Mnn. 

Head left and enter the first room 
pw come to ■ this js your room. Listen 
la the message from the rebel telling 
you about the bomb. Use the intercom 
m your room, select level three and 
speak to Myrell, Leave the room, go 
hick to the lift a,nd select level three. Try 
tM the doors using the intercoms until 
kqu find Myrell. Enter his room and talk 
m him - he will give you the second 



piece of the 
star chart. 
Now leave 
the room , 

After the 1m 
b o m b V 
knocks thel 
girl out, pick 
up the PTV card ' , 
from her body - 
ignore the gun. Go 
back to the lift and % 
head for the launch bay. '- 
Examine all the PTVs until you 
find one that's identical to yours. Jump 
in, and navigate a course for Ankarlon 
5. Descend to the planet surface and 
select the top left quadrant. Go left and 
pull the metal bar from the pile of junk. 

Locate the terminal on the crawler - 
it's down and to the left of the flash- 
ing lights. Insert the bent metal bar into 
the metal cover. You can't do anything 
else here - you need the power gem, so 
head back to the PTV, Navigate a course 
to the planet Daavlov Karv, Descend to 
the planet and select the top-right 
quadrant. Walk right and then right 
again, until you reach the shrine. 

Combine the two pieces of the star 
chart, then combine it with the metal 
bar. Insert the metal bar and chart into 
the recess - you will be transported to 
Haldebar. Walk right, pick up the small 
rock if you need it. Each of the worn 
stones acts as a switch to turn off all 
the lasers. Tread on the stones in the 
following order: bottom right, top 
right, bottom left, top left, then top 
middle, and finally bottom middle. 

When you reach the last itone, don't 
step off it. Throw the small rock at the 
power gem, pick it up, then run back 
to the portal. Jump over the gap in the 



Mekanthallov 
Galaxy to meet 
up with the Colossus. 
Talk with Man-Brute After 
arriving at Coros, use the transporter 
machine on board the Colossus. After 
your PTV has been stolen, walk into the 
city and talk to the waiting man 
(Doshiv). After Doshiv tells you about 
the passages under the wall, go back to 
the street where you met. Talk to the 
ornamental robot. 

Go and talk to the sentinels who will 
tell you to go away- not too kindly. Talk 
to the ornamental droid and tell him 
that the sentinels _ 
have a message 
for him. When he 
comes back tell 
him that the pass- 
word is Fish. Go 
back to the droid 
and pick up the 
batteries. Now 
combine the 

power gem with 
the cloaking 

device, and then 
combine the 

power gem with 
the batteries. 

Use the arm 
computer with the 
cloaking device 



and walk past the sentinels, then walk 
to the left, You will now meet Baron 
Kaleev who will try to kill you. He will 
fail- You will be able to get an ID chip 
which will allow you to talk to the 
robots at the wall. Make your way back 
to the wall, using the arm computer 
with the cloaking device to get past the 
sentinels again. 

At the wall, tell the robot on the far 
right of the screen to blow a hole in the 
wall. Once in ihe tunnel, go right, up, 
right twice and up ■ wait for the robot 
to appear - then insert the benl metal 
bar in the rock. Now go up, right, 
down, up and right. Throw the ID chip 
at the lizard's head and jump over the 
tail to hide from the guard robots. Once 
the droid is killed, pick up the batter- 
ies. Combine the batteries with the 
power gem. 

Go up, and as you open the hatch a 
droid will start firing at you. Quickly use 
the arm computer with the cloaking 
device, and get away from the hatch 
hefore it is destroyed. Head to the left, 
push the robot with his back to you ■ 
you have to be invisible for this to work. 
Exit up, and talk to Man-Brute who will 
give you his armour glove. Go left, talk 
to Kaleev until you throw the power 
gem at the huge gold robot. You are 
now at the end. (*) 



I zapped off down the road through The 
centre of fovw. that nowherersyille ptece 
called Aehbu-de-la-Zoucly 
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Once there were sims, 
hut now there's... 



MML 



Amiga - available now. 
CD32- June 1994. 
Amiga AGA - July 1994. 

About £20 each 



Jetstrike is the flight game 
for your computer - with 
over 130 levels and a 
choice of 40 plants and 
weapons systems (more 
in the CO versions)... all 
this and a two-player 
option makes this a game 
that will keep you flying 
for months. 

Take to the skies 
and defeat the 
forces of SPUDD! 



Amiga Computing - 90% / GAMER GOLD, 
The One Amiga - 84%, Amiga World - Grade "A" 



CLOCKWBER.... 



time ts running out. 
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Amiga and Amiga 

AGA - available 

May 1994 

(E19.95). 

CD32- June 1994 

(£24.95), 




* * Inn ffl T, 



w jt 9 Jl w £* JP ** j* j * j * i 



///A 



w w 



Clockwiser is an 
infuriating, addictive, 
un-put -down-able 

puzzler with over 
100 levels of mind- 
bending fun, It 
comes complete 
with a puzzle editor - 
it's a package which 
reaily lets you 
get your own back! 



Move 'em around, beam 'em up, blow 'em up (carefully 

does it!), cope with self-generating diamonds and much 



mom,,. 






flASPUTIN 



utm Software, 38/40 High SI rest, Green Slreel Green. 
Orpington, Kent BR6 BBJ. Phone: QGB9 ■ 850770 
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"A QUESTION OF. 

KNOWLEDGE!!!" 

TELEPHONE QUIZ 

Play CHOOS&M jsUBJECT by picking your subject 

and answering at least 3 questions correctly to enter 

our priie draw by answering 1 

questions correctly first time to 
win a prize. 

IOK 

m Cj J 

FOOTBALL BOAI 





JUST GET TEN QUESTIONS RIGHT 
FIRST TIME, PICKED FROM ALL 

SUBJECTS & YOU'LL WIN 3 
TAPES/CD'S OF YOUR CHOICE 





08 91 300 1 23 

Pi ■ j rj^^**^*i i t*^eh i i ■ m i *r * 

YOU COULD WIN 
A COOL SEGA 
MEGA DRIVE! 
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FIRST TIME, PJCKE 
SUBJECTS & YOU'LL 
CHOICE OF 3 COMPUTER G 
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0891 300 



PICK YOUR SUBJECT 
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ff you aro under 18 « do riot pay trie phone tuir, get iwmilssiGrii ftstwc <tia1in£. Calls cost 

3Qp per minute cheap rate. 49p per minute al all Other limes. Mux. length is seven and a 

half minutes. Max, cost 13 Ot* M u ■ i Httt.int win evniput tlvMr aSyJ/??. Gush MrinMff 

picked ,it rartrtom from draw. M\ wfrwiets notified by post 4iftcr closing date. Rules win - 

ners aviiiklble from Stipn, 4 Walnut Tree Park, Walnut Tine Close. Guildford, Surrey. GUI 

4TA- instam win consists of Q's ft As ptched at Mndom from any subject, 
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i\ Taken out of context, these tips make even less sense than usual. 'Throw the 
ft & Merry Man into the coloured beamer.' It's just gibberish. I shall be telephoning 
the Drug Squad. 

EGYPT LEVELS: 






it 



Level: Mother 
Of A Blow 

A) Pick up the Geld 

Key' on the ledge 

above the right door 

way. Use this key to 

release the jumping 

Merry Man, throw him 

onto the left ledge arid 

he will pull the lever 

making the floor appear 

j next to the blowing 

■ whale. 

B) Go to the blowing 
whale, climb onto the (it- 
tie, floor in front of him, 

r pump to the ledge above 
him and go pick up the 
'Silver Key' 

C) Use the silver key to 

unlock the doorway 

be 1 low the cell of the 

released Merry Man. Go 

through the door and 

Jump across the gap by 

1I11? Ladder and pick up 

tlit 1 colour can. 

D) Load the colour 

machine, but watch out 

for Jabba-The'Hut! And 

now jump across and go 

p<ck up the 'Gold Key' 

next to the door above. 

E) Use this key to 

release the Evil Merry 
Man, colour him and 

(I how him onto the left 

ledge, 

n Help the two Merry 



head for the beamer. 

Level: Greed 
Wastes Time 

A) Pick up the 'Gold 
A Key' by the green slime 
ili below you. Go 

ihrough the right tun- 
nel, head down the 
slope, and exit through 
1/ the left tunnel 1 . Release 
itu* jumping Merry Man. 
i EJ) Go back through the 
f tunnel and go pick up 
the colour can to the 
*\ right, exit back again 
a nd j u m p across the gap 
on the now available 
floor piece. Go down 
thi? slope, pull the lever 
and go down the ladder 



and load the colour machine (and 
watch out for the Cave- Whale). 

C) Head back through the tunnel- and 
pick up the 'Gold Key' on the ledge 
above, go back through the tunnel 
again and now release the Evil Merry 
Man After releasing him. jump across 
the gap, go down the slope and down 
the ladder, and wait by the ledge 
where the last 'Gold Key' is. 

D) Throw up the , 
coloured Merry Man j 
on the ledge, and 
he will pick up the 
'Gold Key'. Pick ^f 
him up to get it, "'' ' * • 
go release the ■■B^&riB 
last Merry Man at Si 
the far right and is 
now head for the 
beamer. Make sure 
not to hang around 
too long as you might 
get trapped I 
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Level: Hang Tough 

A) Go down, jump across to the right, 
pull the lever above, pick up the colour 
can, go right, climb up and go to the 
door-way. Drop the Colour can, go 
through the door and pick up the 'Gold* 
Key'. Go back through the door and go 
to the jumping Merry Man. 
BJ Release the Merry Man, go down and 
through the door, and throw the Merry 
Man onto the right ledge. Arm-walk 
across and jump on the platforms, and 
arm-walk again, Pick up the Merry 
Man, He has the 'Gold Key' for the Evil 



Man onto the left ledge so that he can 
pull the lever. 

Q Drop down to the entrance on the 
right, go through it, drop the Key and 
pick up the Colour can. Jump across to 
the left, and load the colour machine. 
Pick up the Key again and then head 



back to the Evil 
1 Merry Man. 
1 D) Release the Evil 
I Merry Man, QUICK- 
LY climb up and pick 
up the Evil Merry Man 
again. Throw him up onto 
the right-hand ledge, then 
throw the other Merry Man onto the 
same ledge, arm-walk and jump across 
to the right. 

E) Help the Ev<l Merry Man to the load- 
ed colour machine and head for the 
beamer. 

Level: Lemmings 

A) Arm-walk to the right, then stand 
next to the red floor button until one 
Merry Man has passed you by. After he 
has passed, stand on the button and let 
one Merry Man fall down through the 
newly-opened hole. 



the first Merry Man, throw him gp on 

the right ledge, go after him and pick 

him up again. Mow throw him onto the 

right ledge again so that he will pud the 

lever, 

C) QUICKLY run and jump up to the last 

lever and pull it. Now head back to the 
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beamer as the Merry Men will exit 
through the Lemmings exit. 

Level: Order Is Crucial 

A} Run loft and pjck up the Gold Key, 
enter the door way and release the evil 
Merry Man, Throw him onto the right 
ledge and climb down, then load the 
colour machine. 

B) Now head back to the beamer and 
to the right Pick up the gold key (watch 
out for the Jabba-The-Hut thing), go 
through the door and release the Evil 
Merry Man (and watch out for the 
Jabba fella). Throw him onto the lelt 
ledge and drop down below to load the 
second colour machine. 
€) Once the floor opens up to let you 
drop below, check that both Merry 
Men are heading for a loaded colour 
machine and then head lor the Beamer 



A) Go right and enter the door. Jump 
across and pick up the cog wheel, jump 
back and and enter the doorway on the 
left-hand side. 

B) Climb down to the Evil Merry Man, 
drop the cogwheel in front of his tell, 
climb back up, go down the slope to 
the left and jump across (It is not 
hard!}, pick up the "gold key and jump 
back across. 

C) Release the Evil Merry Man, grab de- 
colour can, climb up the ladder, jump 
to the right and down the ladder and 
load the colour machine. 

0) Now jump down below, pick up the 
merry man (coloured!) and throw birn 
onto the right ledge. Let him pull the 
ievtr, then jump across to the riyhl. 
pull the I eve rand let the Merry Man S 

fix the ladder. Mow head straight f , 
fur the Beamer. Cv 






General Hints 

Move slowly down the corridors and 
keep looking ahead of Mutt -this helps 
you to avoid the Traps. 

On ad the levels, try to fully explore 
all the corridors because you will find 
money and food. 

Save your game on each level then 
if you die you won't have to start again 
from the beginning, 

Making a map of each level will help 
you to keep track of where you are ■ 
make sure you note where the shop is 
so you can go back to it to buy things 
when you need to. 

As sOOn l*i you enter a room, find a 
safe place to stand while you work out 
what you have to do in each room. 

To defeat the bridge monsters at the 
beginning and end of each level, the 
best thing to do is a combination of 
high and low hits. 

Level 1 
Spider Room 

Object: to get the bug spray available 

from the shop, stand either side of the 
spider's head. Press one fore button lets 
Mutt use the bug spray while the other 
makes Mutt stamp on the smaller spi- 
ders. Keep spraying the large spicier 
until its head explodes - a torch then 
appears. Grab hold of it so Mutt can 
use it to scare the little spiders away. 



EXIT 



LEVEL 1 
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Swamp Room 

Object: to buy the bucket from the shop, Jump across the humps until you 

get to the face breathing fire in the wall. Jump onto the final hump just as the 

fire is dying down, then as soon as you land, press fire. Mutt will then take 

^the bucket out of Ins pocket, lower it into the water and throw it at the 
face to put the fire out. 



Siren 

Object: to play a game of Simon. 
Jumping on the backs of the fish will 
make them spit out the symbols again. 
If you have trouble remembering the 
sequence then write it down! 

Death Room 

Object: to bash the skeletons until they 
crumble into a pile of bones, then jump 
on them until they disappear in a puff 
of smoke. Vou need to keep killing the 
-skeletons like this until the demon gate- 

kppppf HKapppari - nnwyDU rsn Ipaup 



SAVE 



l, The Arena 

w Object: to hitt... 
1 and knock him over. 
fc Eventually Mutt will pull out 
% the pin that you have 
m bought from the shop and 
1 pop the wrestler's belly. 
I Vou are now free to leave 
^fl the room. 



the room through that doc* 

f 

The Furnace Room 

Object to set the dials on th- 
wall so that the fire can burn th- 
rope. The seal will try to stop you b 
messing with the diafs so kick hir 
across the room. The best way tq tad 
le this is to set the first two dials am 
let the seal mess around with the las 
one, Now you can see where it neett 
to be set. Vou will get the anvil fror 
this room, 

Platform Room 

Object* to pick up some treasure in th» 
room while avoiding the bones throw 
at you from the skeletons. Watch om 
for the tefeport that takes you back ink 
the maze. Go back to the teleport Ofla 
you've got the treasure and you will hi 

takpn nut of thp mfl7p. 







Level 2 
The Witches 

Object: to empty the red, green and 
blue potions bottles into the cauldron. 
Mow walk over to the cauldron, press 
your fire button and Mutt will stick his 
head into the bubbling mixture- 
Sacrifice Room 
Object; to pull the ropes in this 
sequence. Rope 2 once, rope 
1 twice, rope 4 four times , 
and rope 6 three times. A 

The Dragon — ' 
Object: to throw the 
rHwIs in the corner 
at the dragon's j 

nostrils - eventual- J 
hf you will have I 
Mocked them up. 
Now he's stopped 
breathing fire you 
can leave the room. 
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Skull Room i 

Object: to play the game with the demon. An eyeball is placed undn 
one of the skulls, the skulls are switched and you have to guess which 
one hides the eyeball. To choose the skgll you think has the eyeball under 
it, walk over to it arid press fire, i 



Level 3 
3D Maze 

Hprc the weights transfer between lev- 
els 2 and level 3 if you don't pkk them 
up. 
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WEIGHTS 




LEVEL 3 
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SAVE 



DARK ROOM 



EXIT 






Level 4 
'Solitaire 
Room 

Object: to g 

out. Move Ml 

left, left, forwa 

k - yog will sli 

back so go ft 

ward again, fi 

ward, left li 

. times, and fi 

ward fourtinr 

1 until you lea 

" the level. 

Chasm Room 

Object: to open 1 
door on the sere 
You need to jump on the plaffor 
with the switches. Mutt can duck 

avoid things shot at him. 

Arena Room 

Object: to play tennis with the man i 

win to leave this level. Cacfi colour I 
equals a certain tennis swing. Timim 
very important too as you must hit 
man with the ball about five time? 
complete this level. 

Loser 

Object; to walk acwss the moving w, 
way while avoiding the laser. You n< 
to look in advance at what you're g<r 

to do, and the pattern of the moi 
walkways to make nam you don't \ 
up in front of the laser. 
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LEVEL 5 



GARDEN 
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Hourglass Room 

Object: to throw eyes into the skull's 
eye sockets, while avoiding being 
shot by the two goblins 
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Level 5 

Real Dark Room 

The same applies for tbis room as to 

the Dark Room on level 4. This 
room is a lot more compli- 
cated so it takes a bit 
more thought. At the 
end of the room. 



you should have all the tiles on the 
right hand sides light grey. 

Garden Room 

This is basically the same as the 
Skeleton room on level 1, but this time 
you need To be quicker jumping on the 
plants. 






left again then jump 
back across., forward, left 
forward and right. 



Dark Room 

Lava Object : to get th e tore h to com plete t h e 

Object; to get across the moving plat- room. When you enter the room you 
forms frogger style, and collect the key are slood on a tile: one half is light grey, 
to open the gate at the end of the level the other is dark grey Vou need to 

switch the light half to dark grey. The 
Chasm Room rule is: whatever the colour in, you need 

Ob|ect: to get to the: other side: you'll to switch it to the opposite, i.e. light 
have to reverse them to get back to the grey becomes dark grey and vice versa, 
apposite side. Jump forward, right, for- By doing this, all the coloured sections 
ward, left, forward twice, right three on the right hand side of the tiles 
femes, forward three times, left twice, should be light grey. 
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Chest 

Object to use Mutt to drop mines that will blow the man up. He will chase 
you, but fie can only go in a straight line. You need to anticipate the man's 
next move, and drop a mine in advance as the mines take five seconds to j 
explode. f 
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FOR ONLY £19.99 POSTPAID l\ 



Adventures, Puzzlers,Platformtrs,Sports, 

ShiHjt-tm-ups, Beat-em -ups Stratergv 

ETC.. More (iames than You'll Ever Need!!!! 

Some of these Games Were Sold Al More Than £20 Each! YOU get the 
LOT For Less Than £20,00!!? 

This massive Compilation of FANTASTIC Games Normally Retails at 

hundreds of pounds!!!! 

YOU CANT LOSE!! 

Don't Miss Out - Order NOW FROM: 

FUTURE SOFTWARE (1 

Depl A, 8 Magnolia Park,i)uniiiurrv,Belfast BT 17 ODS. 

ALL AMIGAS ■ FAST DESPATCH ON ORDERS 

- OVERSEAS ADD £2.00 



HORNESOFT PI) 



DSIiUIWELLCLOSB.WTNCflflASK SHEKHEI J) H'J I IV. 

ALL LATEST DEMOS. LRUS. GAMES 

AVAILABLE ASSASSINS GAMES UPTO 

196 * AND LOTS MORE. 

SEND S.A.E + DISK TO ABOVE 

ADDRESS FOR A FREE CATALOGUE 

OR SEND 3 k 1 S! CLASS STAMPS. OR 

PHONE FOR FREE CATALOGUE; 



OPERATION t IfttSToAH 

A COMMERCIAL QUALITY GAME I IKE f.HFF U 
RFrlFT l" N C64 LIKE F'HEFOHiT.E ON AMI'JA. 
LOTS DF PawlH JPS. WEAPONS. ETC.. E*SVLV- 
WDfiTH CiO.H * HUT ITS ONLy AYAILABl F FHQU 
HGflHESOFT PO FOB JUST £-5 50 IMC POSTAGE 
CHEQUES PC- PAYABLE TO HOflME SOFT PL>: 



ALSO F1 LICENCEWARE AVAILABLE 

AND 

LOTS, LOTS, MORE 

THE ONLY PD 1 tRRARY YOU WILL 

EVER NEEOPROBEBLEYH 

FAST FRIENDLY SERVICE. 34 HR DESPATCH 
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COMPUTER- A-R AC E4 .£19.99 

THE FINAL EDITION 

COMPUTE-A-RACE+ Otters 

'.in rivalled accuracy and unbeatable value. 

I Amiga only} 

WHAT DOES IT DO? 

COMPUTE - A-R ACE t «s a Hqrae Raang 
Prediction Program lhat can forecast races, 
select bets, calculate return and much more. 

IS [T COMPLICATED TO USE? 

Mo. Features en ease of use. Wiltnh days 

inpuung a race wilt be second nature. 

WHEN SHOULD I ORDER? 

Now . Bettjna for pnofits IS betting lor Fgn. 



Cheques P.O. payable to 
HAMDISOFT (Mail Order ONLY) 

Handisoft. 37 Hearsatl Lane, 
Spon End, Coventry. CVS 6HF 
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CAPRI CD DISTRIBUJITIIOI 

ALL AVAILABLE amgacch. 



TITLES IN STOCK 



70 * CDTV TITLES COMPATIBLE WITH CU3Z 

30 . CMS TITLES , 3D * VIDEO CD TTTLES 

HEW RELEASES 

HEETIWPEAFtLS€1»» UF.O.£2a5B 

fifKKK POOL CUM SOUNDS TERHIFlCe l» SS 

ASSASSIM3 CD £19.99 BLJBFA.E i F>QUEAKr;!9 » 

S.MQN SOHCERDfl 0399 QUAflDIAN (B9 « 

UNIVERSE £19.99 CANNON FQDHFUZ9 » 

AMIGA CO OFFERS 
Plt4fiALL FANTASIES El*99i PSYCHO KILLffl 1 1 9.BB 
ttORTH POLAR £2fl 99 TOim WITH MO NAME £19.99 

LEMUINiiS H 99 ■rtFUFJ.F.YIHTsOCCEACl^fe 

TRIVIAL PURSUIT BRIAN TT* LI0N S14« 

CAPRI CD DISTRILmON 

OEPT ONE 1 CAPHI HOUSE 9 DEAN ST. 

MARLOW, BUCKS. SL7 3AA 

TEL/ FAX 0628 -691022 
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Booklet 
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We do. The Advertising Standards Authority ensures 
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answer to ub 

Tb find om more about the ASA, please write to 

Advertising Standards Authority. 

Department X, Brook Houwe, 

Tbrrington Place. London WC1E 7HN. 

This spati* lit donated la th* JBLMTtit»t>rhJ,<h MamldnlN In advert la«wf:iiti). 
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loot affef Qvf (XXJOfamiriera. So » you warn 4 FAST Fespranaa send vottf fKo^ran, ! Dr evaluation T0DAV, we 
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AM05ZNE is a new quqlily pfogrammers disk mag. For only S2.S5 you gal bads ol EXCLUSIVE SOURCE 
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Kid Chaos. A shapeless juvenile goat? A soft leather disorder? A joke at disharmony's 
expense? No. Apparently its the rather catchy, alliterative title of a computer game, featur 
ing a violent, prehistoric, time-travelling child. Someone's been at the whacky baccy agair 
Level Tips 

3) Toy Factory immediately you'll be sent through a 

There are no break-through walls on one-way door and you have to go all L 

this level, but there are plenty of hid- the way around again. On some | 
den rooms — just walk through the hydro-platforms you must jump at 
walls to get in. Some rooms are hidden the right time so you don't hit your 
in the mine shafts. Beware of stampers, head on the spikes in the roof. 
for which you may need a run-up Even 

if they're just off the screen, you can End of Level Challenge 
still hear them. When you're in the Each teddy bear has a number above 
pipes, steer by holding the joystick m it: this is the number of times you 
the direction you want to go. need to shoot it before it disappears. 

Most iwitth.es just call the lifts ■ The best way is to follow them from 
when clicked these stay on for a short right to left along the bottom 
time, then go off. Other switches either row. shooting them nine 
stay on or off. These turn the fire and times. Count your shots, 
the stampers on, so sometimes it's best then you won't shoot 
not to touch them! The cars are really too many and hit a 
hard to finish off — a run up and a duck on the top row. 
whizz is your best bet. Each time a teddy 

When, you get sucked into a pipe, makes it across a 
you may have to jump very soon after row it gains three 
you come out, so beware, There's a lives. Be careful, and 
really nasty bit where you get shot out avoid shooting 

of a pipe, and if you don't slow down ducks at alt costs. 




4) Techno — ^ 
Fortress 

Spaceships and 
Invaders rain 

down shots, so 



er bullets on the screen at any on* 
and time — so pu st keep shoot i n g . 
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down shots, so 5) Ruined City 

it's best to get Flocks of birds dropping bombs are 

ashighaspossi- best attacked from the side or trw 

ble before you top Watch out for falling breeze 

jump on Ihem. blocks and rolling stones. You caf 

Be careful of only hit the electric fish when they art 

robots with elec- not buzzing. Other hazards include 

tricity which goes falling guillotines and swinging axes 

on and off. To get Timing here is crucial by now yen 

through moving laser- should be good at accelerating, jump 

walls you must run very ing and stopping. You'll need ar 

slowly, but if you get hit there's proba- eagle eye for spikes, which are jus 

bly time to make a run for n above the surface of the grass. 

On moving platforms where you On the later maps, the destructor 

have to jump from one lo another, it's count is higher 1 00%, in fact, oi 

best to edge to the right-hand side so level 5.3, so you have to hit all of tru 

you can gel a better view. Watch out concrete posts One large room oi 

for them changing direction as well. On 5.2 has four rows of posts, and to ge 

the second map the race level them all you must make four passes 

time is pretty tight. You must learn collecting a row at a time, 
when to jump so you don't fall back There are many 'appearing' plat 

down, because if you do you won't forms, so if you get stuck under 

make it to the end. On the bottom level ground it's worth jumping around 

where you have to jump high up over Look for irregular brick patterns ti 

the bits of electricity, you must takeoff give you a clue where they are. Alsi 

on the steepest part oi the up-slopc to on the last level there's an underwa 

get enough speed for the next jump, ter maze don't go in there unles 

There are two etfra lives on this level, you have full health because th 

and it's possible to get absolutely every- water decreases your energy, 
thing as there are plenty of hidden extra 

time bonuses Level 3 introduces tele End of Level Challenge 

ports - - these always take you to the The spikes never come up in the sam 

same place, but make sure you know place twice in a row. so you're sa 

where. There are lots of hidden mom- where they came up last. Keep we 

tors to destroy, and you have to find away Irom the birds — they're nc 

them all to get out. worth shooting, and they just get i 

the way. If you get a shield, shoot tfi 

End of Level Challenge block* on the edges and dnn't won 

Shoot the invaders down in rows like in about the spikes: that way you ca 

the arcade game, so they will take collect another shieCd before the fir 

lonqer to travel from side to side, and one runs out. If you get a Quinto Gu 

take longer to come down the screen you can shoot two blocks at onci 

There can be no more than three inyad- Good Luck' \© 



End of Level Challenge 



you can shoot two blocks at onci 
Good Luck' % 






H88 











i this lime of easdes and inmpiesls llu- throne si Is empty, Serfs are 
reslk'ss; rehellion k in Ihe air. llu* lords of the Realm invite von 
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lluild your milks. Marshal ymir resume 
Tesi vimr lmo|>* in sit^e and balllc. 

our lands grim anil jour serfs prosper. Ywur armies swell and 
cattle* dm the hilltnps. Oil bended knee, your knight* swear 
lal leally 
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IH THE OCTOBER ISSUE OF 
PC REUIEUJ... 

Sid Meier's Colonization 

It's been a long time but the follow-up to Civilization is HERE, and it's reviewed 
ONLY in PC Review! 

PLUS 

• Why buy a new PC when you can rent? It could work out more cheaply - we 
explain how. 

• The future of sound: we look behind the scenes at Creative Technology, the 
people behind the Sound Blaster. 

• Give your sound card the speakers it deserves - four sets of speakers reviewed 
and rated in our definitive test, 



* Who owns who? How the PC games publishers are slowly but surely becoming 
part of Hollywood - a special PC Review invesiigation. 

■ Be the first to play MicroProse's. Transport Tycoon, with PC Review's special 
cover disk extract. 

• All this and a free CD-ROM on the cover, too. This must be PC heavenl 

PC ReineiLi October 1Q94 

In the shops on September 151 

Reserue your copy NOW! 
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MATT'S SHOW-OFF SHELF 



Don't blame It on the sunshine, don't blame 
it on the moonlight, don't blame it on the 
good times, blame it on the boogie. Matt 
The Medic is in Tenerife, so he doesn't care 
what the intro says. Hasta la pronto! 



Dear Matt 

(Our knight in shinning armour), could 
you please help three damsels in dis- 
tress? We are stuck in King's Quest I, 
where having collected tons of stuff, 
we've found ourselves in a cave with 
the magic mirror and the dragon. 
We've tried to swim up to the bucket 
but keep drowning; and we can't get 
out of the cave as there's a Urge boul- 
der in the way which we can't move. Do 
we need the shietd? We know where <t 
is but not how to gel it. 

Joan, Anne and Julie, 
Lancaster. 

Okay fair maidens, to take it back to the 
top of the welt (where it's a good idea 
to save the gams) stand on the north 
iide of the weti and cut the rape. 
Cutting the rape gets the bucket for 
you, leaving you to lower the rope into 
the well and then climb down. At the 
end of the rope, dive- under the water 
antf head southwest into the hole — 
being careful not to get tangled m the 
weeds When you exit the Me you'll be 
face to face with the dragon, at which 
point you must stay in the middle of the 
screen and go only as far as the second 
rock. Throw Water at the dragon '$ fire 
and he'll be vanquished, and m fact wilt 
be so embarrassed that he'll back away 
and move the boulder blocking the 
western exit of the cave. Now grab the 
mirror and exit by going west twice. 

Dear Matt The Medic, 
tease can you help me with a budget 
game called The immortal! I've been 
playing it for ages, but find it a bit hard. 
Do you have any cheats or level codes? 
Stephen Powell, 
Bournemouth. 

can't help yau with cheats, but here. 
•%ave some scrummy level codes: 
MRE3 W006F70, CC5EE2W00EI0. 
465FA3 1 00 1 EBO, BS 7F943OO0EB0. 
T BBEBS30WA4 1, 8PDFB620WAO, 
SOI JF730 1 78CI Taste good? 



'banana shot', 'super dribble' and 
super barge' mean in Empire Soccer. 

Can you tell me what they do? Can you 
tell me how to do an overhead kick? 

Noel Cassar. 
B'Kara, Malta. 

You're either a naughty little Maltese 
pirate or you haven't read your manu- 
al property, because Carol at Empire 
assures me that the instruction manual 
gives a very clear description of all the 
special actions. Also, you can't perform 
overhead kicks because they aren't in 
the Amiga version! If you re still having 
trouble, my lover, try Empire itself on 
081 343 7337. 

Dear Matt, 

Could you please tell me how to con- 
struct a space dock in Gremlin's K240. 
I follow all the instructions in the man- 
ual and have the required ore and 
funds, yet even after the required build- 
ing time, nothing appears on the aster- 
oid orbit screen. 

I have the same problem when mov- 
ing my transporter to another asteroid; 
it arrives, but I can't access it to unload 
ore. Please help 

Jonathan Homer, 
Birmingham. 

To be honest, it sounds as though 
you're doing everything fight already. 
Once you 've selected to build the space 
dock from your colony command cen- 
tre, a basic construction platform 
should appear in your orbit view imme- 
diately, Production will halt if you run 
out of funds or materials, but again, 
you should at feast be able to see some- 
thing forming. As far as the transporter 
problems go, once the transporter has 
arrived at a new asteroid, you should 
be able to transfer ore by clicking over 
it with the ship icon (the arrow, not the 
hand) and then highlighting the little 
storage icon (see the manual). If you're 
still stuck, then try the Gremlin helpline 
on 0742 753423 




II refuse to be in my gang. Come 



MEDICATION REQI 



a' by the name of Cojtsy wants to know why he alw, 
when he jumps out of the b. >t to the rive< 

«L1CE QUEST 2 KNIGHTMARt 

ig boat and has killed tv big gob 

to do net 

' Brown would like to know how to shift the roc 
rng hi mpmg to the pi ee of BUBf 



FREE PRESCRIPTIONS 



barn 



out with Mr Steve 
earning of a p 
k to your roon 

0or1 



sk ror i aa> > - ■ . .*nDer or a toe ■■ 

•ber and give the hotel as a pick up point. Put t 
and tell Maria abc leave and go 

on. 
tor Steve Witdmar tuesthes ;o Mr Stev 

> u Jem with POLICE QUEST To get rid of Sweet Cheeks, phone 
on 555-6674 and get 
>mpany on 55 L 

orid. You can now gc oker gar^ 

thanks go to Doctors Mark Waldron and Dave 
ompt attends ie DARK MERE wou 

Jamey Crawlt- je. App: 

>tions you seek are held by three hooded th, 
treet corners around the town O^ 



Dear Matt, Dear Matt, 

I'm trying to find out what 'speed I'm stuck on KGfl '— help! I can get into 
jrst', power drive', snap shot', the apartment number eight on chap- 



ter one, mission two, but get locked up, 
I can't get out even though I've acti- 
vated the alarm and said everything to 
Rita to Jet me out, 

Tom Wordrop, 
isle Of Man 

Wett matey, according to my solution, 

you don 't need to talk to Rita at all, but 
instead must examine the table and 
crush the hidden microphone you find 
there. Don't give any information to 
Rita, and when the American joins you, 
avoid the temptation of violence. When 
you hear the muffled conversation from 
the living room, listen at the door, 
Show the smashed microphone to the 
American, which wilt convince him that 
you're- not a plant (fuchsia? ■ Andy.), 
and then inspect the plastic alarm box. 
Tell the American that you think it could 
be connected to the meat shop and get 
him to set it off. This will get Verto out 
of the way. Tell the girl that you know 
where the drugs are because you took 
them, and promise to take her to them. 
When she opens the door, attack her. 
See, you don't want to he talking to 
these women, you want to be hitting 
'em Tovarich! (Br. yes Matt ■-•■■ Andy.}, 



Dear Matt. 
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s there a cheat for Wotfchitd that you 
could give me? 

Bilal Mahnood, 


Linthorpe. 


3 


Try typing in SOULPSYCHEDEUClDE or 
THE PERFECT KISS for some interesting 
effects, (t hopel) 


m 



THE SURGERY IS 
NOW CLOSED 



I'll be back at the 
next month with 

icaments. so get you 
probs into: Matt The Med 
Games Surgery, The One, 
Priory Court. 30-32 
Farringdon Lane, London 

II R 3AU, Please don't 
one in or send SAEs as 
l*t *nsw«r your querioi 
rsonally. I can however 
a pass-able impression of 
David Bowie in the bath. No, 
t in the bath. I 
■ what I mean. 
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I realise that these intros are much the same month after month, but (as always) thanks tc 
all the tipsters that have sent in letters this month, and ta to all the chaps and chappesses 
that have phoned in their tips. Keep 'em coming! 



BODY BLOWS 
GALACTIC 



Team 17 

Voting Peter from Croydon has been 
busy at the old tips this month, the first 
of which is with this little darlirV for the 
Team 17 beat-'em-up supremo. By typ- 
ing in 'MEANTEAM' on the high score 
table, er... something great happens, 
but I can't remember what he? said 
now. Oops! Sorry 'bout that! 



reading very slowly, and always remem- 
ber the difference between a LEVEL and 
a WORLD. {Patronising git — AndyJ, 
Good luck (I'm off for a nice lie down). 

JAMES POND 3 

Millennium 






GLOBDULE 

Psygnosis 

I'd like to extend my thanks to Steve 

Holmes, a forty year old father of four, 
who has to play . . . sorry, test games on 

his Amiga to make sure that they are 
suitable in content for his offsping, He 

recently had enough time to 'test' this, 
platform romper, and found a cheat 
along the way. If you've received a 
password for later worlds but don't 
have many lives left, the next time you 
play the game, enter the password and 
then play one of the levels from the first 
world tie WHICH WAV FIRST) and col- 
lect as many stars as possible (50 stars 
= 1 life}. Complete the level and repeat 
the process. When you have collected 
as many extra lives at you want, com- 
plete this level and then press the 
escape key. Vou can then start the* 
game on the next world with the extra 
lives you have collected. This process 
also works if you complete each lovel of 
the various worlds, press the ESC key, 
return to the first world, collect some 
lives again and then return to the world 
you were on and start the next level 
with the lives you have collected from 
**V the first world. (Really? Andy.). 
\ if, like me, you have a headache 
J after reading that try again only 



Back with young Peter (now I'll have to 
send him that copy of Theme Park*} by 
typing in NIGHTMARE during the game 
and then pressing F1 0, you can call up 
a very handy little cheat menu. Nice one 
matey boy.. 



H EIMDALL 2 
Core 

Thanks to Martin Cooper from the 
sunny Isle Of Wight for this decent (it- 
tie cheat... When you complete a 
world, don't collect the restart book in 

the Hall ol Worlds, but instead proceed 
into the next world and collect as many 
bonuses as you can. Next return to the 
Hall of Worlds and collect the book. 
Save the game using the save icon in 
the inventory, and then load up again. 
You'll start in possession of the items 
and money you picked up before you 
saved the game, but the bonuses will 
have reappeared on the next world, 
allowing you to go and collect them as 
many times as you like. 

LIBERATION 

Mindscape 

A couple of different people have sent 
in this tip. but thanks to Steve Jones of 
Barking and Chris Hyde from Edinburgh 
tor being first. Basically, on mission 
one, just before you rescue the first cap- 
tive (at 8 Sasgom Boulevard, Gamma 
Zone) save the game. Now, as soon as 
you HAVE rescued him and moved onto 



mission two, reload your saved game 
and rescue the captive again, This time 
rather than going to mission two, you'll 
go to mission three. If you reload your 
original saved game and do it again, 
you'll go onto mission four. You can 
keep this up until you get to the mis- 
sion you actually want to play. 



THE GAMES 
ESPANA '92 

Compilation 

Heather stancliffe has come across a bit 
of a cheat for this sporting event of a 
game, which involves putting your ath- 
letes on training for two hours every 
day and checking their stamina levels 
every couple of days. When they reach 
90-92, change the length of their train- 
ing sessions to one hour, and they 
should be winners. 



RUFF fl N r TUMBLE 

Renegade 

A few people have written tn to say that 
if you have an autofire on your joystick, 
switch it on. if you have full gun power, 
this allows you to fire rapidly at the 
same power without running it down. 



BENEFACTOR 

Psygnosis 

As promised last month, here are 
the next set of codes for this little 

darlin', with special thanks to 
Anthony Earl for his level codes 

along the way. 

STONES AND BONES 
1. 5RE2HBHKNH 

2. MH3QQL3QQL 

3. MPKRT5H4QR 

4. GKFKCMD31K 

5. 1MQCF4RDGP 

6. 3MQJKNWPQT 

7. Q2NGRKMFQJ 

8. 6VDJCGC38F 

9. 6NFKFPGLGQ 

10. 6NFKLPKP05 



MERRY WINTER LAND 

1 . QFNGRLMFQK 

2. 1MQBFNT23Q 
3.QMDB3NJH4T 

4. Q2NGTKKDQH 

5. 14QFTTNCQQ 

6. QWDBG4HFKS 

7. 3RQ4NHQ4NH 
8- QLDBNMG2QP 
9. 3JQJQKQJQK 
10M5Q4DG4MB2 

TECHNO 

1.M6QN2JR4FK 

2. 21QFJBXM03 

3. M3MSR4LRQN 

4. MDQ4CF4M1D 
5 MNQN24SPGQ 

5. MjqNKKWTQQ 

7. MNQNM45RQS 
S, MMQN6N5RKR 

9. 2WQKMMPJLL 

10. M3QN4JSPQL 

HELL 

1. M30NQJQNQJ 

2. MJQNGK5RK4 



FRONTIER 

Gil mete It 

Thanks to our very own PE. Harry Attr* 
who has this nugget to offer on fffop 
2.. Til give you i bloody great tip 
Frontier throw it away." Er, thanb 
mate. Always good to have some con 
struct ive criticism. 



*'»,> 



■ I 




EXCLUSIVE OFFER 

FOR THE ONE READERS FROM 
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PD FREE - THE WAY IT'S MEANT TO BE! 
CALL MARK, ANDY OR DAVE ON: 

(0293) 523869 






AMIGA GAMES 



A.}MA.irtnmi:.<;vi 

A.Truns 

Adams Furiil;r 



£!*.» 

-.49 99 

£7.99 

Alio Alln 112.99 

Am >U*KJ tcanr rrarata Deaen. CTW 

Arabian Knights „„ JT999 

Ban Vi The World i.vw 

Brian rue InW iSM 

H m Wvh i|- Sm (s.99 

Pur_p n' Bum „„„ £I6"W 

■c-*jnr»ien 2___ £i».w 

I li.i nj M-jnieer End Of Season D/U 1 13 99 

Club Football - 'i H 

Cruise fori rcqsK llo.99 

<:rvn*l KmijiJnn Piaj Il» 

f> Central™ (A 1 200 ONLY) Eu.uo 

rissimmsr rhirrlr" 'jcmy [QM 

Dunk " _...M.M 

DiijKhrbk Hero _ 11 2,99 

Doodle rWj _... _£]2.99 

Darkmere (lift 

nroifriwt* 

F-IS EMS 

PanKhcol i. Under S-tH u»W * 1«L» 

Graham Qooetl . £li« 

(Maan nwh 2ind limits £»»? 



Ne» 2eils*d Svw/ 

MBIT* 

FU>iys- J »B yts 

P.C.A. Tour ftntf * Klin t>„rv^ 

Picwirw) 

rV*nll Ekiuhlr iDmmsA Fwu«| 

ft-»rr Monger and WW 

Ptanhelinn... ,„ uirn— mt 

Wemip tfnmtf 1 

rU|R>T — 

Kiuatyi Fun H«j« 

.Seek tin) Pc^my 

•Skidmarks 

Shadow Worl da _ 

.Simpwrifi* 

Sim Ciij CltUh 
Sim Cily ArrhrlLipr- ] 



SleenWULKAMSlHUrn 

S«Mf KiOASCWAlJW 

Summer Camp. 



Graham Tiylnr .. 
filnha] ' I.. 1 1.. '.i!-. .. 
CumhipJim 
I tern 0™ 3 ,_. 



i 1 lumk Levels 
KOxSmd Ati ne ;•„.. 
cFsrkAMIIYiaid. 



..(AW 
(IB** 

fl4« 
£16.99 



I1H 

114.99 

KJJ" MM 

Maim Rny mdCual Croc Twist 112,99 

Man-LTDI^mier Champs Uaiarin. £1.99 

Vie an Ajenas „_, K5.99 

i-(mm)ftii 114.99 

M1G 29m Super e^k-M* , _£lfj.99 

M*1»,r,it, ? «.« 

Man LTD Premier Lesutue Champ™*,. JEH.99 

Niohr. Shift ,.„. B99 

Nick Paido _».» 



mp... 
SocL'er Tern* Mil 
S-.fth Blade J.. 

Scace Crusade 

Supremacy „....—. 

Speed Hill 2 ,_ 

SwiClr Razor - 

Sooty's Fun with Nunriheffc 7Y'rs 
TUmji Tank FWi Mm W,,rdi 7 Yn 

Te*i _ 

Tomadn AMuYtlOfl 

Trrnark, A I MOnWW Hard Driw Only 

TrjSol V Trrsswrs 

Trivil Pui\uiis _ 

Thonaai Tii ik I and 2 

Sralft* _ 

UltrmHeGoir 

llridium , 

l,l|0t*» 

WinlerCaanp , 

Wemtjly fan, Sacc** 
W-^MCupillT.mr 
Wembley ftughy L.e 
Zool i ASUttl am .. 



£*.» 

£M.W 

£12.99 

li.» 

tl*'» 

„„„,(ll,99 

flftW 

MM 

(12,99 

D.99 

112.V) 

[ u H 

...19.99 

l', -hi 

1^.9(1 

... {4 99 

JJ-« 

£lft» 

i4'M 

H.99 

£19.99 

(7.99 

,.,,14,99 

(7.99 

(7.99 

£11. W 

..1IB.99 
..tlK.'19 

a »9 

...f7.99 
,__£12.99 
....139.99 
... (499 
I (.99 
!4.« 

(SM 

£lt» 

,. 1'- n 

114 » 

KM 



<T>32 



Airred chttem...- _ g.99 

Chuck Rock 2 1J99 

DisptuMklf Hero , 114.99 

Dtqi Care ■ 19,99 

Finrrorce _, _„ ... 19.99 

Mean Arenas _„„,'..«■„ ,19.99 

Nick ! :ili:.i .. £14 99 

Striker _ _ _ , .114,99 

Si-ninxT Gdyrafiix £9,99 

Wcrnhly Dnl. Sucnr ,„X|4,99 

ZoiR2 ,114.99 

Bubht'n' 5cix £9 99 



LiltkDivil _ 

Bmishre _. 

l-„„i.,l Vl> F™*.ll 

Dennii -,„„„„,„. 

Flj-Hieiler _ 

Iricnty uf Svnail 

Atjirjrti „„,„„„„ 

SensibJe Soccer 

Tri**! FWiuil _ 

Zoo] 

Niitel muni _ _ 



11999 

new 

..1\(SM 

19.99 

1H9Y 

_..19.» 

116.99 

£1191 

19.M 

1I3.99 



COMPILATIONS 

TKE GREATEST £ «4,» 

Jimmy While/Dune 
Lure of the, Tempiress 

EXCELLENT GAMES flti.W 

Archer Macleuil!, Pool/James Porsri I 

SUPER ALL STAKS £9.99 

Knhm Hood/Mi)iy.n.-iui[MJ EHiiy 
Caomifi Dvnanni/CJ in the I iSi.A 
STEG liVSlug 

KII1S RULE OKAY «.« 

Pnsiman Pmi J/PoipeyF 2 
Sooiy ilrwJ Sweep 

WOkLD,CUP VEAH 94 i\t.m 

Sen^ibte Soa.-er/GrniL/Sinkt:r 
ChiirnpionLKriLp Manager 43 
ChiUTiiiionsrsip Manager 94 

LOTUS TR1LOGV £10.99 

A5fWl20flLorgs 1,24 3 

[SI WhK PACK Jt6.99 

Ja*s/GrarHl Prin/Higri Sleel/ 
Crussbow 

TRIPLE ACTION £11.99 

Dnvin fiirirc/Micreiprcise Golf/ 
ID World Soccer 

KIDS PACK £5.99 

Pustman PulAliislCJ'sJ 
Cuunl DuckuljiCNcit BoKed). 

CLASSIC BOARD GAMES £7,99 

ChcHsyBacksiiimmnn.'Draugtils. 

COMBAT CLASSICS £15,99 

FI5 Slrike Eacjle,*SH. .Sun AitftCk/ 
Tf am Yankee 

SPORTS TOP l« £UM 

World Rugby/World Soccer/ 

In! Ice Iloirkcv/IntTcnniV 

1m Track SGcuig/Worla Cricket/ 

{.am^g*j'Tne Team Wrestling 

Kemiy Dalglish/G Sourness, 



SPECIAL OFFER" 



Wmrdwfsrth v2 
Wofdwrirtfe v3 
Money Mailers 



£29.99 
£49.99 
£29.99 
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HcaM lluslrn, 
HJifi Jjoie S^ynuiurr 
. (.diner C^jenrrurd 
Douelc Dray ijn 1 
XitWt CMubk Horse Kji-inu 
Mfiji Motion K Puiiltt I 
MerL-mnrv S I.N"ffl |S00> 
Mnnc; Pyilwn 
Rennlucinnj L Cr-I 
SanlLU XMASCom 
j'lldjiif HI inky 
E, MiKiuii 
RlMMrofaJI 
rJiouic CummurHki 
\ olilicJ 
JuOH 

Tiiltc>y Cra«»WDdK 
HlKkk Bfrry Huund 
ItallH 90 
fn -SIbui^iii 
Riji pun 

SiipemoivB (FfUil IraWhiiiir) 
Q»lek Aiumk 

Niuj=IM«i5e||(AKW]MlO:i 
Termiiulnr ? 
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(juIk-Ik: Warrior k m- 
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Fiu Fighter 
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Imposuirwile 
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Slurtuyv Hal 
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Truck Snii Manager 

Etafflbtr Htib 

Jamex Pnnd 

HctD QhM 

World Champ. Bnxm^ Manager 

WwW Scccer 

Sum Crnst Worili 

PiKnr & Diise 

t'nlnvsus CTibrs r, 

SW|V 

Zool (AMtl/i 2X10) 

INT. Smkjclt 
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EX SOFTWARE DISKS 

50 for £.0u0Q Phone for 
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Includes Labels UK Only 
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EVERY MANGA 
VIDEO EVER! 

THAT'S OVER 50 FILMS! 



Look over there, by the wall. 
That huge video cabinet you 
bought last year; £39,95 from 
MFI; it looks pretty empty, doesn't 
it? Heading purposefully for the 
checkout, you had visions in black 
ash of a library of videos: the Batman 
Animated Collection (Simes' fave), 
Star Wars (Matt's pleasure), Jacob's 
Ladder (Andy's choice), The Lion in 
Winter (er, what? Oh, it's Harry. 
What a surprise.). 

And yet what's really there? A sin- 
gle copy of Garfield on the Town, 
Spitting Image part 1 which your 
Gran gave you three years ago and 
the entire series of Btackadder {taped 
off the telly, of course).. They don't 
quite cut it, do they? 

So, thank god for The One, and 
sing 'Hosanna!' for Manga. Because, 
by Jove, you could soon be the proud 
owner of over SO Japanese anime 
videos — surely more than enough 
to fill the largest vid cab. And, we 
worked out that 54 videos at an 
average of, oh, probably an hour 



each, is about... er, 54 hours of solid 
entertainment. That's over two days! 

WHAT DO I DO? 

Surely, it's obvi- 
ous, isn't it? 
Look at 
that big 
square 
thing 
in the 
middle 
of the 
page 
and then 
come back 
and ask me again 
It's a word search, right? 
The idea is to search 
through the Letter 
Matrix'" to locate each 
word from the list pro- 
vided. When you find 
one, circle it carefully 
with a pen. 

When you've marked 



them all, note down the letters 
which are left over in the Matrix, 
Rearrange them to spell another 
Manga video title, which you'll find 
in the list of all 54 videos below. Jot 
it down on the back of a postcard or 
a stuck-down envelope, and post it 
to: Away in a Manga, The One, 30- 32 
Farringdon Lane, London EC1R 3AU. 
Entries must arrive no later than 
November 31st 1994. If they do, 
they'll be slung immediately in the 
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bin. As will any entries contained 
within sealed envelopes, so watch it 
The editor's, or indeed the acting 
editor's decision is final and irrevo- 
cable etc etc. 



WARNING 

Although the majority of these 
videos contain nothing more 
than fluffy teddies and cute 
bunny wabb its, there is the occa- 
sional burst of pure, unexpurgat- 
ed violence. And gore. Of course, 
the offending vids carry a suit- 
able BBFC warning (you know, 
15, 18 — that sort of thing), but 
we thought we'd best let you 
know anyway. 



WHAT DO I WIN? 

Akira, Appleseed, Battle Angel 
Aiita, Crying Freeman 1: Portrait 
of a Kilter, Crying Freeman 2: 
The Enemy Within, Crying Free- 
man 3: Retribution, Crying Free- 
man 4: The Hostages, Cyber City 
OEDO 808 — File f; Virtual 
Death, Cyber City OEDO 808 — 
FHe 2: Psychic Trooper, 
Dangaioh, Devil Man Part J ; The 
Birth, Devil Man Part 2: The 
Demon Bird, Dominion Tank 
Police Acts 7 & 2, Dominion Tank 
Police Acts 3 & 4, Doomed 
Megalopolis Chapter J : The 
Demon City, Doomed Megalopo- 
lis Chapter 2; Disaster, Doomed 
Megalopolis Chapter 3: The Rise 
of the Dragon, Doomed Mega- 
lopolis Chapter 4: The Final 
Challenge, Fist of the North Star, 
Golgo 13: The Professional, Gun- 
ned, The Guyver Data I: Genesis 
of the Guyver, The Guyver Data 
2: Battle of the Guyvers, The 
Guyver Data 3; Mysterious Shad- 
ow, The Guyver Data 4; Attack 
of the Hyper-Zoanoid Team S, 
The Guyver Data 5: Death of the 
Guyver, The Guyver Data 6; Ter- 
minal Battle — The Fall of 
Chronos Japan, The Guyver Data 
7; The Battle Begins, The Guyver 
Data S: The Lost Unit, The Heroic 
Legend of Arislan Part 1, The 
Heroic Legend of Arislan Part 2, 
Judge, Lensman, Monster City, 
Odin, Project Ako, R G Veda, 
Roufin Z, Rumik World Part f : 
Fire Tripper, Rumik World Part 2: 
Laughing Target, Rumik World 
Part 3: Mermaid Forest, Rumik 
World Part 4: Maris the Wonder 
Girl, Tokyo Babylon Part 1, 
Tokyo Babylon Part 2, 3 x 3 Eyes 
Part 1,3x3 Eyes Part 2, 
Ultimate Teacher, Urotsukidoji 
— legend of the Overfiend, 
Urotsukidoji 2 — legend or* the 
Demon Womb, Vampire Hunter 
'0', Venus Wars, Wicked City, 

Wind of Amnesia, leguy. 



PACKED WITH THE LATEST AND DEST PROFESSIO 
TECHNICAL AND GAMES INFORMATION ... 



OUT NOW 
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Matt J s been going on about how lovely it'll 
be to loll on a beach in Tenerife. Well let 
me tell you, it's pretty bloody fab at The 
One without The Singing Defective 
warbling in my left lug-hole all day. I do so 
miss the hilarious 'pants' jokes though. 





CHILLY CHAVEZ 

ucenceware, Disk 

F1 035 (3 Disks) 

■ 

cllo ! What have we here? If 
I'm not much mistaken, this 
appears to be a PD game 
that could have very well been sold 
to someone as a rather nice little 
budget game. 

Very much relying on the musical 
charms of, say, Alfred Chicken, with 
gameplay akin to Bubble Bobble, 
Rainbow islands and Qwak, Chilly 
Chavez is tried and tested platform 
rompery at its simplest. 

Each level presents you with a 
number of platforms filled with var- 
ious items to be collected, and bad 
guys of varied incarnation — some 
intelligent, some just following pre- 
set paths — each threatening to sap 
your life force on contact and ulti- 
mately nick one of your fives. 

You're not helpless though, and 
can perform a limited number of 
deadly spins (seven, maybe? — 
Andy.) that kill anything unfortunate 
enough to be in the way. And with 
any luck they'll leave behind either a 
points bonus, or a power-up award- 
ing shields, extra spins, or energy. 

After a set number of items have 
been collected, the level is complete 
and you move on to attack that 
level's big boss. Chilly Chavez fea- 
tures Spiced-up end-of-level bruisers, 
and rather than the normal 'hit it a 
thousand times' solution, you will be 
required to perform simple, but 
more interesting tasks to kill them. 
On the first Mexican level (where you 
collect traditional style S bags' while 
avoiding bandits and crows) the big 
boss snake can only be killed by 

retrieving a key from the top of 
the screen, opening a chest and 
then using the power-up within 



Con* Anne and the bad bear Ian. 

to shoot the snake. You have to go 
through this process a few times, 
and all the while Mr Snake is spitting 
fireballs and giving birth to nasty 
monsters. Groovy. 

There's not a lot else to say about 
Chilly Chavez, because it's got no 
major faults. So, if you fancy a 
decent chunk of fun without forking 
out for a full price platformer, get 
your money out now. 



OVERALL 



% 




FORMULA 1 
CHALLENGE 



INTROGASH 



17 Bit Software 

"I t's time to set the 'Way 
Back' machine to about 
1982, when games 
were games, and no-one 
had even thought of paral- 
lels, let alone done anything 
about it. Though we have 
the likes of VR and CD to 
get excited about these 
days, back then, if you 
were into adventure games, the 
slightest hint of graphics accompa- 
nying your text was enough to get 
you all frothy. Thus, tntrogash is an 
oldie-basher, with such nostalgic 
elements as poor block graphics, 
dreadful puzzles, and extremely 
limited vocabulary. Er, Hoorah! 
(hooroo!), 

What tntrogash tries to do is 



f- 



UC6nccw3jG f Disk 
034 £3.99 



Though I'm not a great man- 
agement game fan (er, what 
about that 90 percent On The 
Salt then, pants- face? — Simon.) I 
admit that there is a great deal of 
pleasure to be had sitting back and 
letting someone else do all the run- 
ning round in a game for a change. 

We've been through just about 
every kind of management game in 
the full -price market; footy, rugger, 
and er... lots of other things too, but 
as yet, I've never actually played an 
F1 management game. So, I don't 
hear you ask, what exactly do you do 
when you manage an F1 team? Well, 
I don't know. What I do know 
though, is what you do in Formula J 
Challenge from F1 Licenceware, so 
I'll just concentrate on that if you 
don't mind. Not half 

The first thing you have to do in 
F1C is pick yourself a team. All the 
favourites are there, so whether you 
fancy yourself as a bit of a Williams 
man, or maybe even a Lotus blos- 
som, the choice is yours. Next you 
pick, an engine, then the tyres 
(Goodyear, Pirelli etc.] and, last but 
not least, a driver. Of course, you 
don't exactly start the game with a 
fortune, so you need to be a bit con- 
servative with your choices until 
Formula 1... as exciting as an evening 

chez Nuttall. (Bog off, ugly — Andy.). 





with a door,,, etc, Also, the phrase 

"...that room's puzzle is solved" is a 

bit too complimentary, because very 

L early on you find that if a room has 

nothing but a door and a picture on 
the wall, odd \ are that by looking at 
the picture you'll find a key. The next 
room may have an 'electronic access 
system' rather than a keyhole, but 
again, by looking in a bucket (the 
only object in room) you'll probably 
find a piece of paper with an access 
oh very clever. Matt. How do I caption code on it. Fiendishly clever! 



thts poo? 



Death in hrtrogash is an annoying 



actually quite worthy, it just hasn't trial and error' affair, with no real 

got the maps or puzzles necessary to strategy or thought making a sod's 

make it very good. For most of the difference to your luck. If you find a 

time you're just walking down a glass of milk and drink it, only thin 

straight hallway of rooms. You're in do you find that it was poisoned and 

one room with one door, and blow you're dead. When you do have the 

me if once that room's puzzle is choice of a left or right corridor 

solved, you're not in another room (something quite special in itself) 






P D Z O 



*. 



you've made a bit of money. And 
now do you do that? Ah, you come 
with me Kimcvsabe... 

Once actually into the game you 
need to think about how best to 
invest any remaining money — 
improving your pit crew, improving 
your engine's performance etc. — 
before getting down to some serious 
research for your next race. A pletho- 
ra of information is available as far 
as track layouts, record times and 
weather conditions are concerned, 
and all must be studied in detail if 
you want to select the correct sus- 
pension, tyre type and overall race 
strategy to win. 

Once you're happy that you've 
got the best possible setup, you can 
actually start the race itself, which 
is shown as a result table above the 
track. Having received your qualify- 
ing position (hopefully!) you then 
get to sit back as the cars whistle off 
past your window, with the table 
updating itself to the drivers' posi- 
tions as the race progresses, 

A sort of commentary pops up 
every now and then as drivers retire, 
crash, spin, and experience all the 
general problems gf F1 grands prix. 
You can make pit stops at any point, 
changing the tyres as weather con- 
ditions change, and it's here that the 
quality of your pit team saves or 
loses you precious seconds. Or not. 

The presentation is excellent 
throughout, with some tasty little 
animations and static graphics keep- 
ing things pretty. The game pro- 
gresses speedily enough, allowing 
you to buy more drivers and make 
more improvement to your opera- 
tion. I realise that this 'ain't gonna' 
be everyone's cup of Rosie, but I 
quite enjoyed it, So there. 



OVERALL 



81% 



toss a coin if you have to, but don't 
he surprised if a boulder falls on 
your head, killing you and sending 
you back to the beginning to look 
for keyi behind pictures. Yawn, 

In reality, the first game of Jntro- 
gjsh is quite interesting — and 
then you die stupidly, The second 
game of fntrogasri is okay and you 
don't die where you did before 
but then you die stupidly some- 
where else. Yes, a pattern's form- 
ing, isn't it. Anyway, needless to viy 
that you're not likely to bother tak- 
ing Ihi', beyond about six or seven 
plays simply because you get bored 
searching the same bucket time 
after time. Shame really it could 
have been quite nice. Oops I'm 
completely dead: 



OVERALL 



48% 
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Wot no licensing agreement. Mr Dagnall? 



TONY AND FRIENDS 
IN KELLOGGS LAND 



This morning I 
received a pack- 
age in the post 
accompanied by a letter 
saying that this was 
"one of the best PO 
games for a long time." 
As you might imagine, I 
get a lot of letters like 
this, generally followed 
by a large disappoint- 
ment as some sad 
SEUCK game jerks across the screen 
in a div-like way. Ah, but not today. . . 
Tony And His Ffiendt is, quite sim- 
ply, an excellent Mario clone. There's 
nothing here that you won't have 
seen a million times before, but this 
is about the smoothest version I've 
seen, with some nice little Kelloggs 
connections thrown in just to 
remind you just what game 
you're playing, 

You start off as Tony the 
f rosties tiger, but you can 
change into other 
Kelloggs 'charac- 
ters' by entering spe- 
cial doors scattered 
across the levels. The 
levels themselves are filled 
with the usual fodder,moving plat- 
forms, dissolving platforms, pits full 
of water etc, all of which must be 
crossed carefully to avoid losing 
energy and, ultimately, lives. 

The point of changing characters 
is that where one may fail, another 
(with different abilities) may suc- 
ceed. Though Tony can run faster 
than everyone else (and jump oth- 
erwise impossible chasms) only 
Snacks the frog can travel underwa- 
ter and collect the hidden bonuses. 
The game also subtly changes 
depending on who you are, so Tony 
collects Fro sties, while the monkey 
bloke fer, I think you'll find our little 
simian friend is called 'Coco' exas- 
peratingly enough, mate — Harry.) 
collects Coco Pops (they're so damn 
chocolatey, even the milk turns 
brown. Apparently). 
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Th«e*eyrrre going to sue you, Mr 
5m arty Pants. 

There are other more Ze/da-like 
elements to the game, with keys hid- 
den in dark corners, allowing access 
to bonus rooms and extra points. 

All the levels are played against a 
time limit which keep you moving 
but allow you enough freedom to 
explore the levels fully. So, in 
conclusion, I have to agree with 
young Mr Dag nail — this really 
is one of the best PD games 
we've seen in a while. See, 
you were right mate! 



OVERALL 



MONEY TO... 

■ K Dagno.ll, 317 

Kings cote Drive, Lay ton, 

Blackpool FY3 7EW 

{cheques to: K DAGNALL). 

• Cynostic, Office 01, New 

Enterprise Centre, Little 

Heath Ind. Est, Old Church 

Road. Coventry, CV6 7NB. 

Tel: (0203} 681687 

- 17 Bit Software, 1st 

Floor Offices, 3/8 Market 

Street, Wakefield, West 

Yorks 

WF1 1DH 

Tel: {0934) 366982 

• F1 Licenceware, 31 

Wellington Road, Exeter, 

Devon EX3 9DU 



NANOFLY 

Cynostic, 

Disk CO 258 

ana nana. No. not a poor flfiork 
and Mittdy joke, but a reflec- 
tion of the w<iy this particular 
game's instructions go on and on try- 
ing to add the prefix 'Nana' an every- 
thing. Apparently, in this game you 
have to pilot a Stolen mechanical 

Nanofly through the hazardous sec- 
tors of the (VI a no-Tech production 
tower, destroying btue print Nano- 
disks containing the plant for an 
. invisible super-weapon the 

i NanoViruS. NarvoSodoff. That's 
what I say. 

What this all Nanoboils down to is, 
in fact, an average run-of-the-mill, 
ma«- romp, where you fly a, *r... 
'fly' through a number of side- 
viewed levels. You have a limit- 
ed amount of energy per life, indi- 
cated by a red line at the base of the 
screen, which depletes every time 
you make contact with a wall (the 
NanoFly is apparently 'a bit fragile' 
or something) or fly too close to a 
bomb. There are also such lovely 
security devices out to get you as 
huge pistons blocking the corridors, 
and sliding doors, which kill you 
instantly should your timing be off. 
The fly isn't bothered by such 
things as gravity, momentum or iner- 
tia, so anyone with an ounce of skill 
should be ahle to play the game 
without any real problems, just mer- 
rily zipping around with a sum total 
of 'nit' challenges to their being. 

The idea behind Nunoffy is to 
search through the various maze lev- 
els, blowing up the blueprint disk by 
dropping bombs by them, and gen- 
erally making a nuisance of yourself. 



the way. but other than that. er... 
that's it. 

The graphics are quite fast run- 
ning and smooth, but the game suf- 
fers from j strange sort of emptiness 
— there's very little to keep you on 
the edge of your seat. The presenta- 
tion is all very nice at the front end, 
but sonically. there's not much going 
On either. 

I would only really recommend 
this to someone who prefers a 'less 

busy' sort of game, and doesn't mind 
hours of searching with very little 

reward. Mind you, hawing just read 
that last sentence, perhaps I 
wouldn't recommend it to anyone. 
Ever. NanoDoht 
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RECOMMENDED 



RECOMMENDED 



'Roll-up, roll up r called a roguish, character with a twinkle in his eye as big as a shiny sil- 
ver sixpence. He wore a moleskin waistcoat, a pair of brightly polished leather gaiters 
and a stupid flat cap. With one hand he waved an enormous leek, with the other he 
scrabbled wildly at the sky as if plucking inspiration from the clouds. A soiled bin-liner 
shielded his wrinkled nethers from public ridicule. 'Roll-up my lovelies. Come to Uncle 
Nutts r ! The Theme Park for all the family'. J Sod off you smelly old Welsh twister,' 
shrieked a crowd of children. 'You ripped us off last year/ Uncle Mutts smiled and pro- 
duced a brown paper bag from beneath his cap. 'A free brown paper bag for the first kid 
to ride on my big dipper,' he leered hopefully. Suddenly a police car drew up and two 
burly constables leapt out, grabbed Uncle Nutts by the arms and bundled him into the 
back seat. 'The only ride you'll be taking is down the Station chummy/ they said tersely. 



Alien Breed 2 


Publisher: 


Team 17 


Issue Reviewed: 


December 1993 


Memory: 


1Mb 


Price: 


E29.99 



91% 



Team 17 return 10 familiar territory with this, the sequel 

10 the game thai first established the company as one 
ol Britain's leading Amiga developers. It's mare of thfl 
same Gauntlet-esque bug-hunting action basically, but 
bigger, busier and blastier. Some have complained It's 

too easy, though... 
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Banshee 



Publisher: 


Cars 


Issue Reviewed: 


July 1 994 


Memory: 


2Mb 


Price: 


£29,99 



Publisher: Team 17 

Issue Reviewed: December 1993 

Memory; 1 Mb 

Price: B26.99 

Yet another sequel from Team 1 7 which dees for street 
fight in' what Alien Bread 2 does lor bug huntm'. Body 
Blow} Galactic is 'the business', boasting much 
smoother animation — the characters no longer move 
like Scott Tracy — taster action , animated backgrounds 
and enhanced sound effects. 



Brutal Sports Football 



Publisher: 


Millennium 


Issue Reviewed: 


NuvumtMH 1993 


Memory: 


1Mb 


Price: 


£25.99 




Bubba 'n' Stix 

flj Publisher: Core Design 

Issue Reviewed: January 1094 

Memory: 1Mb 

Price: £25.99 

Another platform game from Cote PesK^n? Surely not! 
We shouldn't moan, though, especially If they're as well 
designed as Bubba 'n' Stlx. Yes. It's a bit Short, but it's 
beautifully programmed, the graphics have a vividness 
not otlen seen on the Afflh^a and there's a brilliant vein 
of humour running through It Ml. Fantastic stuff, when 
alls said and done. 



89% 



r\r\n/ Bump 'N' Burn 

90% 



Banshee is a roller-coaster ride to hell. In a buzz-bird 
called Banshee, Test your Irlg^ar finger and powers of 

concentration In a Tor»!Ton»!-lastk; one- or two-player 
flight of fantasy ander... blowjno Ihlng* to kingdom 
i mill- It's great fun, basically. 

Body Blows Galactic 




Publisher: 


Grandslam 


Issue Reviewed: 


June 1 994 


Memory: 


1Mb 


Price: 


.625,99 



87°/ c 




91% 



Addictive 3-D racing as this Super Mariokart-wilti- 
knobs-on screeches on to the Amiga. Death Race 2000 
In 8 ChuCklesome cartoon style, with amazing weapons 
to blast your way through sight levels of super-charged 
chicanery, make Sump 'N' Bum a must tor those who 
always thought that all ScalCJttriC lacked was a bit of 
mindless violence. 

Cannon Fodder 




Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Virgin Interactive 
December 1 993 
1Mb 
£29.99 



War, according to the Sensible boys, has never been sl 
much fun, and we have 10 agree — Cannon Fodder Is 
one of the most enjoyable games we've played In 
yonks,. It may look like a fairly simple run-around and 
blast .'trr.-dir, but there's a surprising amount of strategy 
needed If you're to make II through to the end. 



88% 



^3 



It' s been a long time since Speedbull a sei the pace In 

fantasy sports games, end while Brutal SporiS Football 

doesn't quite make the Bitmap game obsolete It's a 

worthy companion piece- It's extremely violent, with 

spurts at blood flying everywhere end even the 

occasional decapitation. You have been warned,,. 




QftO/ Ch'ship Manager Italia 
0%l /O 



Publisher: 


IntL'k-k 


Issue Reviewed: 


March 1 994 


Memory: 


1Mb 


Price; 


£17.00 



Although the main difference between this and the 
other Championship Manager games Is that you get to 
lake control of clubs with funny names, the reduced 
price and Increased running speed earn this a 
respectable mark, Novices may have a bit Of trouble 
getting to gripe wilh it but for th« real at ua lt r * r*b. 



RECOMMENDED 



Club Football 



Publisher: 


Imagine Home 


Issue Reviewed: 


October 1994 


Memory: 


1Mb 


Price: 


£25.99 



90°/c 



Become: Big Ron and bur wme decent bloody players. 
Beam (town Ic the Blackburn dressing- room and 
'borrow Shearer. Go honker* end if »nstof m Tne 

Arsenal Into an attractive footballing side, or shore up 

Spurs 'delence' with anli-per&oiinel mines. mThe best 
management slm since last month's, (ab On The Ball. 




The Clue 




Publisher: 


Black Legend 


kRUfi Reviewed; 


September 1694 


Memory; 


1Mb 


Price: 


£23.99 



1 &V'i L 
88% 




Genesia 



Publisher: 


Mmdscape 


Issue Reviewed: 


January 1SS4 


Memory: 


1Mb 


Price: 


£29,99 



This is a huge 'society building' game very similar to 
The Settlers. Starling off with a tiny tribe of people, you 
must use their various skids to build a thriving 
civilisation. It's not as uasy to pet into as The Settler*, 
but otters greater rewards lor those who pirrsevtjre. 



87% 



Ishar 3 



Publisher: 



Daze 



Pl»n and execute crimes In the comiort ol your own 
home. Become London's Mr Big without ever leaving 
your bedroom! Yea The Clue Is proof that crime plays I 
From humble tea-lealsry to big blagues with shooters 
'ft' slaggs It's down to you to outwit 'The Filth' and 
slay out ol the 'Scrubbs' without slaying clean! 













Issue Reviewed: 


September 1904 


Memory: 


1Mb 


Price: 


£34 99 



ishar' s back and Ihlt Km* c'esl trow! Wotirsta* the 
black dragon it created Lord of Sllh by the Powers ot 
Chaos as a reward for being top bad wane. Mors 
urt fironouncable names- and Jaw-cracking plot twists 
from our Froggy chum? In |hts seguel to the sequel with 
let knobs enorme, «,., sur 



Elfmania 




Publisher: 


Renegade 


Issue Reviewed; 


June 1994 


Memory: 


1Mb 


Price; 


£25.99 



91% 



Mortal Kombat comes to the erf-kingdom and gets its 
teeth hichad'lrt by a gorgeous girly with pointy ears. 

Elfmania makes all Other beat 'em-upi on Ihe Amiga 
look pretty crappy — and the introduction Of strategy Is 
truly inspired, We were completely gobsmacked. It's 
the best ever, Honestly, 




90% 




Heimdall 2 




Publisher: 


Core Design 


Issue Reviewed: 


April! 994 


Memory: 


1Mb 


Price: 


£34,99 



Heimdall 2 Is without a doubt, the best of its kind. Its 
got just the right balance between action, adventure 
and puzzle solving with a smattering ot humour In all 

the right places, Blood, runes, ores and great dollop* Of 
magic will keep you on LoM'S trail, Id the company Of a 

(etching Valkyrie saucily named Ursha, 



F1 



Publisher: 


Donwk 


lisue Reviewed: 


February 1S94 


Memory: 


1Mb 


Price: 


£25.99 



From the French geezers who brought you Vroom 
comes this, the official Ft licence. To be honest it's 
basically Vroom all over again but slightly faster, {as it 
II needed to be!) and with a superb two-player mode, 
Although not realistic enough to satisfy a true F1 buff, 
il offers incredible thrills and spills to the arcade lover, 

Frontier: Elite 2 



Publisher: 


GameTek 


Issue Reviewed: 


November 1993 


Memory: 


1Mb 


Price: 


£34.99 



We've waited a long, long time for this, but it's been 
worth every minute ol il Frontier is, quile simply, the 

game you bought you' Amiga for. Admitted, It's not the 
mot l 'beginner Irlendly' game ever, and It lakes a while 
to get Its hooks Into you, but when it does It won't let 
go for years. A must buy, 




90% 



James Pond 3 



Publisher: 



Millennium 



• • 



o o 
o 



* 



Issue Reviewed: 


June 1994 


Memory: 


2Mb 


Price: 


£29.69 




The third Pond plalformer is huge Ami bloody t,is.i. In 
Operation S1arfl5h Pond weighs irtwllh a leaner, 
meaner, Sean Connery of a performance to surpass his 

cute Roger Moore In Hobocod. OK, so there's hit less 
colour but bags more character and the game play hs 
Infinitely more taxing. The ultimate Pond adventure I 



90% 



K240 




Publisher: 


Gremlin 


Issue Reviewed: 


May 1994 


Memory: 


lMh 


Price: 


£29.99 



Fury of the Fu tries 



90% 



Publisher: 


Mindseape 


Issue Reviewed: 


January 1994 


Memory: 


1Mb 


Price: 


£2999 



A puzzle/platform game very similar to The Lost 

Vikings, Fury of the Fumes oilers 1 00 levels of mind- 
bending, reflex-testing anion as you use your three 
cute Tinies in various permutations to reach each 
Stage's. e«h. Believe us, It's as addictive as hell. 




87°/c 




The best strategy game since (Hine a, K340 is a hit like 
Populous with asteroids. From your base-asteroid it's 
up to you to discover more, colonise "em, exploit 'em, 

and defend everything you've got against aliens kn a 
race for galactic domination, Build heels, blast aliens, 
mine stuff, We loved it, 



Kid Chaos 

\j Publisher: Ocean 

Issue Reviewed: August 1994 

Memory: 1 Mb 

Price; £36.99 

Crazy story line, crazy game, The chaotic cave-kid horn 

the cretaceous age duos his way through this 
platiormer faster than a hungry T-Rm chasing a let- 
propelled cow. Mare parallax than anything since 
Hon heart and more satisfyingly violent than 
hitting hpnkt at stinging nartlac with a big 




RECO 
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Liberation: 


Captive 2 


Publisher: 


Mlndscape 


Issue Reviewed: 


December 1993 


Memofy: 


2Mb (CD32/A1 ZOO only) 


Prk*: 


£34 93 



94% 



90% 



Test Hart It Is — the -first CD32 game Id enter 
Recommended. And deservedly so — Liberation Is a 
brllHant, atmospheric RPS with on* cl the seriust 
Inlros you're aver likely to see. Really shows off 
Commodore' s capabilities to the hill. 



I "* "mnnfw 



Mega Motion 



Publisher: 


Black Legend 


I i b u u Reviewed : 


April 1994 


Memory: 


61 2K 


Price: 


E19.99 



86% 








*+ '■*■'* 



One of the most rewarding and brain-teasing games 
we've played for ages. The concept is simple and the 
4n>lmatkifl fab. It reminds us a bit of Boulderdash but 
it's not derivative. Only available as part of a two-pack, 
the Other gam* being Statin which we rate at 84% and 
just misses Its own entry. Stonklngly good value. 






rx 
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Puggsy 



Pubiishs-r 
Issue Reviewed: 
j Memory: 
Price: 



Psygnosis 
March 1994 
1Mb 
£34 93 



On the surface, Puggsy looks km a slow pialformar 
with not much going on, bul If you spend I few minute* 
learning the flam* mechanics and experimenting with 
the Total Qbjec I Interaction, then you'll discover a 
beauliiuily animated arcade adv«rilur« with fantastic 
graphics and sound. 



Putty Squad 



Publisher: 


System 3 


Issue Reviewed: 


August 1994 


Memory: 


2Mb 


Price: 


£29 99 



Putty Squad Knocks several buckets <rt poo out of Putty. 
Thrill to 36 level* of squishy blue fun, which is more 
squi&hy blue tun than you can have a-squeezing things 
kl a poHC*man'S trousers. Probably. Tons ol different 
enemies, sumptuous graphics and king lasting platform 
tun for all the family. 



Microcosm 



Publisher: 


Psygnosis 


Issue Reviewed: 


January 1994 


Memory: 


2Mb 1CQ32 <mly) 


Price: 


£34.99 



86% 



Okay, so basically it's little more than a basic 3D shoot- 
'em-up in the Space Harrier mould, but as fa r as 3D 
shoot-'em-ups go tl'sjust about the hesl-looking. one 
you could possibly imagine. And it plays pretty well too, 
although the Joypad doesn't half make your thumb for*. 
All H really lacks I* variety. Ah well 




88% Qwak 
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PubiiitWI 


Team 17 


Issue Reviewed: 


November 1 093 


Memory: 


1Mb 


Pin i' 


£12.99 



Qwak may be 'jusl' a budget Irtie hut It's completoiy 
brilliant which is why it's found a home here amongst 
the Recommended*. It 1 1 a one- or two-player Bubble 
Bobble-style game, with the aim being simply to amass 
points on your plaHorm-niled odyssey through the 
kingdom of cutennt*. Simply marvellous. 



Mortal Kombat 


Publisher: 


Virgin Interactive 


Issue Reviewed: 


January 1993 


M»rrtOry: 


1Mb 


Mm: 


£34,99 



Top marks to virgin and Probe Software lor coming up 
with arguably the most sceurate coln-op conv*r*ion 
seen in a long time. Everything from the arcade original 
is here - the graphics, the sound and, most importantly , 
Hie gameplay ('the gore' surely? — Ed). Up until 
Ettmania, this was the best beal-'em-up on the Amiga.. 



On The Ball 



Publisher: 



Daze 



issue Reviewed: 


September 1094 


Memory: 


1Mb 


Price: 


£29.99 



A management sim with a difference, the onty thing On 
Tne Ball lacks Is Brian Moore. Fresh as a daisy and as 
deep as [something we didn't understand — Sdmon 
and Matt], here's a footy game to wander through 
wearing a big shirt, to linger In and make a fragrant 
posy tor your sweetheart with (what? — everyone). 



Out to Lunch 



Publisher: 


Mindscape 


Issue Reviewed; 


July 1994 


Memory: 


2Mb 


Price: 


£29.99 



^3 



Pood glorious ■food — hut hang on! — It 1 * ail don* a 
runner! So Pierre Le ChSt Is on a Cooks' Tour around 

some enotk locations (er apart from 'Switzerland) 

to re-stock his larder. Out to Lunch is a Lasty 
platform patisserie with sprites that lake the 

biscuit. And that's no word of a pie! 




90% 



87% 




90% 



90% 





jffltt 



'WT 



Ruff 'N' Tumble 



Publisher; 
Issue Reviewed: 
Memory: 
Price: 



Renegade 
August 1994 
1Mb 
£25.99 



The best game ever with 'N' in the title? Little Ruff has 
lost '11 marbles and that means mega-blaster mayhem In 
plattormular mode for the likes of you L n' me. This game 
IS sharper than Mtchaelanpelo's best pencil, and that's 
no word of * II* became H'l right there at the sharp-end 
of the platform renaissance. Ha, ha. 



Second Samurai 



Publisher: 


Psygnosis 


issue Reviewed: 


December 1993 


Memory: 


1Mb 


Price: 


£29,99 



Although perhaps looking a little too similar to the 
original Firs! Samurai, this sequel Is a far better game. 
The hero doesn't move quite a fluldty as he used to but 
he's still pretty nifty with his sword, and the lighlf r U-.r 
design and less oblique puzzles make for a much mar* 
entertaining experience all round. 



The Settlers 



Publisher: 



Blue Byte 




issue Reviewed; 


December 1 993 


Memory: 


1Mb 


Price: 


£34.99 



Ima-glne Little Computer People cross-bred with 
Populous and you'll have a good idea as to what The 
Settlers looks and plays like. H's your typical God game 
{build an empire, keep your folks happy and quash any 
rivals) spruced up with soma super-cute animations on 
your subjoUs, Very uwi-liiciiuly 



ECOMMENDE 



Skidmarks 




Publisher; 


Acid Software 


Issue Reviewed: 


January 1S94 


Memory: 


51 SK 


Price: 


£35.94 


tf you hm rend memories of sues* o«-«o*o then 
prepare to have mem rekindled with Wt, a superb 
recer viewed from ? similar 'i*on*atnc' pflPStSVO- 
Althuugh a bit of a duller wnen played alone — Hw 
computer cars are crap to say |ne keasi — It's bflHUtnt 
In two-player mode. 


Simon the Sorcerer 


Publisher: 


AdvenlurcSoft 


Issue Reviewed; 


February 1994 


Memory: 


1Mb 


Price: 


£34.89 




Universe 

Publisher: 
issue Reviewed: 
U Memory: 
Price: 



Cots 

September 1 964 
1Mb 
£34.90 



Played an adventure with plenty of hot arcade action 
recently? No? Well, Universe has more puzzles lhan a 
gargantuan helping ol enigma pie and more changes of 
pace than Mr [somebody we didn't know — Simon and 
Mart] himself, It'll warm up your belly and make your 
feet smelly H you like your games to have that bit extra. 



arils AdyentureSofl lake on llw American might or 
LocasArls and Stoma with thi* humourous araphhc 
adventure. Obviously Intended 10 be 1 Monkey Island 2 
beater, It comes close to succeeding- However ire 
Interlace doesm'l quite surpass Lucas Art*' and trie 
puzzle* are tough — but don't let that put you off, 



Stardust 




Publisher: 


Blood house 


Issue Reviewed: 


December 1683 


Memory; 


1Mb 


Price: 


£1 6.99 



89% 



■ ■ 



91°/c 




0/ Uriclium. 
/C 



Publisher: 


Renegade 


issue Reviewed; 


November 18B3 


Memory: 


1Mb 


Prtcs: 


£36.99 



The C64 classic comes to the Amiga In style, souped-up 
beyond belief with 32-colour graphics, iO-framas par- 
second action, multi-way scrolling, power-ups and ell 
the other good things you've come to expect from a 
BO's. moot- em up. it's very tough, but For die-hard 
blasting fans it's a dream come true. 



86 ^ 



An unbelievable bargain at the price, Slardust is the 
ultimate Asteroids clone. The graphics have to be seen 
hi lift believtti .Hid /. ul.iy* .i'. v.mM maybe even hMtei 
— than h looks, Along with the stunning 3d sub-game 
breaking up the rock buttln' between levels, Ihii Is a 
feast you |usl have to iraal yourself to, 



Theme Park 




Publisher: 


Bullfrog 


Issue Reviewed: 


October 1 964 


Memory: 


2Mb 


Price: 


£34.98 



Repeat after me, Long'eat sehmonglMt! Alton Towers, 

Alton Showers more like! Eurodlsney, cesl Eutodlsmair 

How do I know? Because I've licked theme Park right 
down to the Stick and tasted Slmheaven. And the path 
10 glory Is by w*V Of the dodgem and the burger. For 
lo, I have seen the bottom line and n smells lovely. 




Wiz 'n' Liz 




Publisher: 


Psygnosis 


Issue Reviewed: 


November 1993 


Memory: 


1Mb 


Pries: 


£26.69 



Originally a Mega Drive game, this cutesy race-'n'- 
collert-'am-up Is perhaps a little too simplistic to be 
worth buying It you're going to be playing it alone — 
you're likely to gel bored of rt long before the end ever 
comes Into sight — but It's greet value if you've got a 
friend who tan Join In Che tun. 



Zool 2 



Publisher; 


Gremlin 


Issue Reviewed: 


January 1694 


Memory: 


1Mb 


Price; 


£20.99 



Tat another sequel wangles lis way Into these 
Recommended pages. Despite being more of the sama, 
this is l*r superior lo the original — Zool now has much 
more character, Is much better animated and is a lot 

more enjoyable and less frustrating to control. You can 
even play as 2ooz, Tool's girlfriend I 






COMPETITION 

Yes J It's the quiz of the month! If you fancy your chances of winning one of ten fah-tastic 
software prizes then you've come to the right place. Just answer the following questions... 

(1) What day of the week did Guy Fawkes Day fall on in 1951? 

(2) In what year did November cease to be the 9th month of the year? 

(3) What event is commemorated on the 11th hour of the 11th day of the 11th month? 



Answers on a postcard or back of a seated envelope by October 28th to the following 
address: Recommended Compo 8, THE ONE, 30-32 Farringdon Lane, London EC1R 3AU. 
The first ten entries drawn from the hat after the closing date win! 
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( The delights of a stroll through {S m 
The One zoith bogus capital letters ^* ONTtt J 

wsMontk 

(By Susan Carthorse — Amiga 



A new Limited Edition 

pJate collection in 
Bodgewood English Fine 
Bone China 

v^ow WQLJ ld you 'ike to remember The 
*§—§ One? All those Wrods. The admittedly 
£*/ /_ rather Crap Jokes. The Pant 4. The peo- 
ple who stuck it out together through thick and 
thin, and those who just walked away when the 
going got tough. Each of these sumptuously- 
glazed souvenir crocks, featuring the entire Edi- 
torial Team, represents a famous 'artist's' unique- 
ly-distorted squint at our Gameplaying Heritage. 
So celebrate with us and reflect on issues past, 
whilst looking forward to issues new. 

Vnique 'sort of circular' plate shape 

Here are just some of the fine subjects soon to be 
reviewed in The One's Souvenir Salver Collection. 
MicroP rose's UFO, with its vivid sapphire- blue 
eyes aglow. Team 17's Super Stardust, perched 
regally amidst a mound of soft cushiony: and who 
knows what other delights you'll find crafted del- 
icately onto one of our Breathtaking Platters. 
Arcane's cheeky Turbo Tray trencher- piece would 
suit the more Discerning player, depicting as it 
does the innocence of Childhood and the folly of 
Steve lies' hair. Perhaps Infogrames' Planet Foot- 
bail, encircled by a border of its own Special 
flowers, birds and Wildlife would look good on 
your Welsh dresser? 

Send no money. 'Ever, 

Your first Plate, 'Next month', will be sent to you 
to view at home without any obligation to enjoy 




*^*-^ 



whatsoever. Or, if you prefer. Your Investment can 
be dispatched over a period of 12 months, each 
delicious fragment (glue not supplied} building 
month-by- month into an heirloom your family will 
wish to palm off onto Age Concern, as soon as you 
are decently buried. 

Other 'eminently collectable*' soon to be avail- 
able only with The One include stunning review- 
able Tureens featuring Black Legend games such 
as Spherical Worlds and Embryo; while our Here- 
ford studio is currently engaged in the design of 
a matched pair of sumptuously sea II op -edged 
Gravy Boats previewing The Lion King, Mighty 
Max and Primal fijgr. 



^3 



ITie (Byron 
Commemorative Saucer 

If you're wondering how best to commemorate 
the end of an era, then this hand-thrown cucum- 
ber sandwich and poncy- biscuit Dishette, featur- 
ing the boggle-eyed viz of The One's most recent 
ex-editor is probably not for you, Rendered 
almost palatable by our resident artist, the beau- 
tiful, yet butch Jo Win slow, this example of finest 
hand-painted poorcelin (geddit?J is gilded with an 
elegant y -front motif and inset with scrolling vine 
leaves. This magnificent gift is guaranteed to 
frighten the pants off small children. 
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NO STAMP PJEEDEC 

9{e?(t Montd 

Obviously this is a once In a lifetime opportuni- 
ty not to be missed. Simply fill in the coupon 
below, and hand it at once to any newsagent 
that looks clever enough to stock such a majes- 
tic publication. 

{Please note that there's a good chance you'll 
never see your plate, but by crikey you'll have 
one hell of a good read!) 



Name 



Address 



■- 



Postcode 




Dactmbir i»ue out 
20th November. 
So clean you COUld 
eat your dinner off 
It. Probably. 
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2 GREAT 
CD TITLES 

MICROCOSM 

+ CHAOS ENGINE 

PLUS 4 EXTRA TITLES 

WHILE STOCKS LAST 

• DANGEROUS STREETS 

• D/GGERS 
■ OSCAR 




• 32-BIT POWER 
TfcH aorta Irel Coanu coma to 
.is StthtfiaaHM i .. •!!>.- la ■ 
SBDOCFU 

• Jut- RAM 

• CD QUALITY STEREO SOUND 

• 16 6 MIUXW COLOUR PALETTE 

• GAMES FROM 66LQW 520 

• PLUGS INTO A "N OH MOMlTCfl 

• PLAY5MJ5ICC& 

• DUAL SPEED 
f mUndbia m« bra is usi ji 



• MULTI-SESSION 
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™ hMmHHk nm (m a a u . 

• 11 BUTTON CONTROL PAD 
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